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More than any of the years that I’ve covered E3, be it fielding news back 
in the UK or pounding the show floor chasing developers down for 
quotes, it’s 2015 that has felt, in a word, bonkers. Though that’s partly 
due to a trio of long-rumoured games no-one really thought to see finally 
being outed (I'll admit to a tear in my eye over Final Fantasy VII’s 
remake, and my jaw dropped for The Last Guardian’s resurrection. It 
continued to drop and hit the floor when Shenmue III was announced). 

The conferences, from Sony and Microsoft, to Bethesda and Ubisoft 
saw the console side of the industry finally start to embrace the idea of 
new-gen experiences here and now rather than years away. The winter 
release schedule looks healthy, and 2016’s reveals suggest a bumper 
crop of titles coming our way very soon. Just some of those form the 
basis of our mammoth E3 preview feature, looking at the big names for 
the year ahead. (There was simply not enough room to fit everything in 
here, so head to gamereactor.co.uk to get the latest news, hands-on 
impressions and video interviews from the show). 

During E3, VR plans continued to solidify for multiple publishers, even 
as yet more companies tossed their name into the headset ring, and PC 
got a well-deserved spotlight via a show dedicated to the developers 
that continue to define the platform and their respective genres. Again, 
check the website for all the reveals and trailers. 

If you’re reading this on Batman: Arkham Knight’s launch week, and 
you’re as big a Bat-fan as | am, | need to warn you to be wary of 
spoilers on social media. We danced round them in our review this issue, 
but as much as the Game of 
Thrones finale was ruined for me 
as | covered Sony’s conference, 
Rocksteady’s title is worth going 
in to blind. All you need to know 
is you should play it. 


GILLEN MCALLISTER 
EDITOR IN CHIEF 


gillen@gamereactor.co.uk 


Editor in Chief Gillen McAllister Online www.gamereactor.co.uk 


(gillen@gamereactor.co.uk) Subscriptions gamereactor.eu/shop 


CONNECTED 

Xbox One gets Xbox 360 
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titles, newest releases and a 
roundup of the latest DLC. 


THE ROADS AHEAD: AN E3 SPECIAL ART 


Our mammoth feature this month covers the first wave of titles we Creative Assembly talk how 
have got our hands-on from this year’s E3, plus a few surprise it's adapting the figurines of 
reveals. You want to map out your gaming calendar for the year Games Workshop into the 
ahead? This is the perfect start. latest Total War. 


DEVELOPER STORIES 


The life and times of X-Wing 
and Starfighter Inc. developer 
David Wessman, and his 
thoughts on Kickstarter. 


REVIEWS SAVE 

Rocksteady’s final night in Gotham gets reviewed as we deliver our How'd Harmonix got the idea 
verdict on the very surprising Batman: Arkham Knight, cute is for rocking out with friends? 
reborn in Yoshi's Woolly World, we run from dinosaurs in Lego Two words: Ice hockey. 
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THAT WAS E3 


REVEALS, SURPRISES AND MORE 


E3 opened as every year with a barrage of conferences, though with Bethesda, 
Square-Enix and a dedicated PC show joining the party, it was a busy few days. 

Where to start? Perhaps with Bethesda, who offered a strong debut to their E3 
conference bow a day before the usual back-to-back Monday offerings from the 
other publishers. Its plate was small but packed punch: the lion’s share of the show 
was taken, rightly, by Fallout 4 gameplay, with the game releasing November 10 
this year. But it managed to dazzle with the first footage of the new-gen Doom and 
the reveal of the game’s Snapmap, allowing you to build your own maps and 
modes and share with friends worldwide. There was confirmation of Dishonored 2, 
and a Hearthstone contender in card game Elder Scrolls Legends. 

Microsoft got first slot the next morning, stacking up its launch platter for this 
winter with heavy emphasis on Halo 5: Guardians (four-player campaign co-op and 
alternating between two different squads, 24-player Warzones), Forza 6, Rise of the 
Tomb Raider (going up against Fallout 4 on release day) and Fable Legends. It 
teased 2016 as well, with Dark Souls III (multiformat) and first gameplay from Gears 
of War 4 (the original gets a remastered Xbox One Ultimate edition this August). 
And talking about Xbox 360 titles, the biggest news of the briefing was arguably 
Xbox One getting backwards compatibility with select Xbox 360 titles this autumn. 
Look across the page for more info on that one. 

EA’s presentation was solid if lacking in major surprises, the main one opening 


the show - a quick teaser and confirmation of the new Mass 
Effect game, subtitled Andromeda. There’s a story-heavy 
expansion coming for The Old Republic that’ll be free for players, 
and we got a glimpse of Mirror’s Edge Catalyst and Star Wars: 
Battlefront. 

Ubisoft hammered us with new announcements: a new South 
Park game (The Fractured But Whole), team-based battler For 
Honor that features warriors from across history, and open-world 
Ghost Recon: Wildlands. 

Sony managed to clear out three long-discussed rumours in one 
show: look right for more on The Last Guardian, the FFVII remake 
and Shenmue Ill. But it was still an impressive show without them, 
with the reveal of Guerrilla's amazing looking new IP Horizon: Zero 
Dawn, Uncharted 4 gameplay, Media Molecule’s oddball but 
beautiful Dreams, and offering the world premiere of Black Ops 3. 

As for Nintendo, a short Direct was headlined by the news Star 
Fox Zero (co-developed by Platinum Games) is hitting Wii U this 
winter. Platinum also turned up at Square-Enix’s briefing to state it 
was working on a new Nier title with the company. 

Check gamereactor.co.uk for all the news from the show. 


BACK FROM THE DEAD 


SONY DELIVERS THE HOLY TRINITY 


Sony used its E3 press conference to answer three questions (more like prayers) that have been 
asked by fans for years: is The Last Guardian going to come out? Would there ever be a remake 
of Final Fantasy VII? Could Shenmue III ever happen? We'd half-joked the first two would join 
Half-Life 3 as unfulfilled requests for a few more years, and we never expected Sony would be the 
one who’d offer an confirmation in the positive for the last. 

That the company opened its show with the reintroduction of The Last Guardian, confirmed to 
be alive and well and coming to PS4 next year, suggested that something very special was ahead 
for the hour and a half conference. Any other year or publisher, it’d be reserved as the “and 
finally...” tease most E3 briefings love to end on. Gameplay looked nearly identical to what’s been 
shown of the title in the past, so Team Ico are clearly not starting from scratch, but overcame 
whatever development hump that’d had this fantasy adventure title languishing for years. 

Speaking of fantasy, a brief CG trailer was used to announce that a new-gen remake of Final 
Fantasy VII - something requested by fans for years now - is in development. It’ll be a multiformat 
release, but there’s some timed exclusivity of unknown length tied to Sony’s console, as it’ll come 
to PS4 first. The footage offered panning shots of what was, presumably, the city of Midgar where 
the first act of the original takes place, and glimpses of a more realistic Barret and Cloud. 

We suspect Sony’s helping out with Shenmue IIl’s development, as the company invited game 
creator Yu Suzuki on stage to officially launch the Kickstarter campaign to fund a PS4 and PC 
version of the game to the tune of $2 million USD. The next morning, that goal had been reached 
and at the time of writing, backer donations continue to flood in. 


Xbox One UI refresh 


XBOX ONE GETS XBOX 
960 COMPATIBILITY 


Headlining a strong conference was the 
news that Microsoft will offer backwards 
compatibility for select Xbox 360 titles 
on Xbox One, the intention to entice 
Xbox players unwilling to abandon their 
old-gen machines to finally switch over. 
But like Xbox 360’s own backwards 
compatibility with the original Xbox, it’s 
not covering every single title. When the 
service launches this autumn there’ll be 
just over 100 games that can be used 
on the new system, as Microsoft has to 
implement a verification system in order 
to approve titles individually. It 
emphasises third-parties need to do 
little more than agree their games can 
work for Microsoft to go ahead, and the 
company is also asking for player 
feedback on what titles they want to 
see added to the ever-growing list. 
Using the feature will be free, and 
nicely it seems you'll be able to carry 
over your game saves between 
systems, as well as make use of the 
Xbox One’s screen and video capture 
capabilities, as well as stream your 360 
gameplay. The intention is that you stick 
your old disc in your Xbox One while 
the system’s connected to the internet, 
verification is sent, an update is 
downloaded, and you’re good to start 


playing. 


OTHER 
STORIES 
THIS 
MONTH 


We’re used to regular tweaks to 
our console Dashboard as Xbox 
tailor the design based on player 
feedback. The summer’s will be 


a massive overhaul with a new 
Guide, redesigned Home, a 
Community section and the 
retum of Avatars. Microsoft's 
own Siri, Cortana, will also be 
implemented in the update. 


PS4 Media Player 


Much requested since the 
console launch, now finally rolling 
out as a free download to all 
online users: a Media Player is 
now available for your PS4. At 
last, the console’s on par with its 
predecessor, letting you stream 
music, photos and videos from a 
variety of formats via USB or 
through your home server. 


Beyond for PS4 


Sony’s confirmed that both of 
Quantic Dream's story and QTE 
heavy PS3 adventures, Heavy 
Rain and Beyond: Two Souls, 
will get a digital re-release on 
PS4. They'll be offered as both a 
two-game bundle and as 
separate releases. There’s been 
no RRP or release dates 
announced as of yet. 


Destiny’s Taken King 


The Taken King will hit Destiny 
on September 15, and will 
include a brand new campaign, 
quests, Strikes, Crucible maps, a 
Raid, and all the loot you've 
come to expect. Most notably 
we'll be getting three new 
"devastating" Guardian 
subclasses. PS-owners will get 
exclusive content once again. 


Get more news online at 
GAMEREACTOR.CO.UK 


GAMING 
SPECTRUM 


THE BEST, WORST AND 
WEIRDEST OF THE MONTH 


HELLRAID CANCELLED Techland have 
enjoyed great success with Dying Light, but their 
other game - first person dungeon slasher Hellraid 
has had its development put on hold. The studio 
has stated that the game failed to live up to their 
own quality standards. Whether they will return to 
Hellraid at a later date remains uncertain, but it’s 
focusing on Dying Light DLC. 


lM WITCHER 3 PROBLEMS There's nothing 
worse than bugs to hinder you when a great new 
game has just arrived and open world games are 


notorious in this regard. While The Witcher 3 
offered a very polished experience for the most 
part it did serve up a couple of problematic issues 
across all platforms. Naturally CD Projekt Red are 
working on fixes. 


m™ NOT MIRROR’S EDGE 2 Battlefield creators 
DICE took a risk with Mirror's Edge (2008). But as 
senior producer Sara Jansson put it "as much as 
we loved that game, we knew it could be more”. 
Therefore the new Mirror's Edge is not a sequel, 
but rather a fresh take on the concept. Mirror's 
Edge Catalyst will hit PC, PS4 and Xbox One, and 
you can read all about it at gamereactor.co.uk. 


HALL OF FAME The World Video Game Hall of 
Fame, organised by the The Strong - National 
Museum of Play in New York, has had its first six 
video games inducted following popular vote 
online. The six games that made the cut are Pac- 
Man, Doom, Pong, Super Mario Bros, Tetris and 
World of Warcraft. A selection hard to argue with 


given the important contributions each made. 


SPIKE LEE NBA Story modes in sports 
games (and racing games for that matter) are 
often awkward, but this year NBA 2K16 are 
drafting in some top Hollywood talent in the 
shape of film director and Knicks fan Spike Lee 
who will write and direct the single-player 
campaign of 2K Sports' popular basketball 
game. One thing is certain, he's got game. 


| WILDSTAR GOES F2P Carbine and NCSoft 
announced that their sci-fi MMO is switching to a 
free-to-play model this autumn, giving the team 
time to tweak the game and get player feedback 
before the soft launch. The studio’s offering in- 
game incentives to existing players to remain 
with the title up to the transition. When the game 
goes F2P it’ll have an overhauled tutorial to 
better explain the game’s systems, dungeons will 
be less brutal and the user UI will be easier to 
navigate. The hope is to get more people playing. 
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PLAYING THE NUMBERS GAME WITH THE LATEST NEWS 


FIVE THINGS ABOUT OCULUS RIFT 


LAUNCH WINDOWS 


Oculus surprised everyone by running 
its own pre-E3 Showcase days before 
the show started. While price still 
wasn't discussed, the firm narrowed 
down the release window - Q1 2016 - 
as well as confirming a few of the 
launch games that'd release alongside it 
as well as announcing a few surprise 
partnerships during the show. 


OTHER 


STORIES 
THIS 
MONTH 


XBOX CONNECT 


Biggest surprise appearance on the 
stage? Xbox's Phil Spencer, who 
announced that a wireless Xbox One 
controller will be bundled with every 
Oculus Rift. And while you can stream 
Xbox One games to PC with Windows 
10, you'll also be able to stream them 
to Oculus and play them in a virtual 
living room. 


Trackmania Turbo 


Ubisoft's crazy racing series, 
Trackmania, is making the leap 
from PC to consoles. The series 
has built up a solid community 
over the years thanks to huge 
amounts of player-generated 
content and great editing 
facilities, The PS4 and Xbox One 
versions will get procedurally- 
generated (infinite!) content. 


OCULUS TOUCH 


The firm’s also offering a different input 
device for its VR games. The 
Oculus Touch is two fitness band-like 
controllers that you hold in your hands 
and offer a nunchuck-esque controller 
with stick, buttons and a trigger - the 
“half-moon” hoop has a sensor to 
recognise and allow for immediate 
recognition of hand gestures. 


New Xbox controller 


Potentially putting third-party 
manufacturers out of business is 
Microsoft's new Elite controller 
that’s due October. It’ll offer 
trigger locks for shooters, as well 
as re-mappable buttons, and 
swappable components, which 
could make it a decent control 
option for fighting fans. It costs 
though: it’ll be over 100 quid. 


THE GAMES 


The presentation also unveiled the first 
wave of launch titles. Sci-fi flight sim 
Eve Valkyrie has been expanded 
massively since we last played it, Edge 
of Nowhere is a third-person survival 
adventure set in the Antarctic and 
developed by Insomniac Games, and 
Gunfire Games’s action-RPG Chronos 
has you explore a labyrinth. 


Anno 2205 incoming 


Blue Byte is sticking with the 
future look of sims with Anno 
2205, which will release for PC 
on November 3rd this year. The 
game promises maps five times 
the size of previous games, as 
well as letting you control several 
sessions around Earth and on 
the Moon simultaneously. Look 
for a beta soon. 


NEW CHALLENGER 


Just when you think the VR space was 
packed enough, in walk Starbreeze with 
its very own VR headset. StarVR 
promises an incredible 210 degree field 
of vision. The studio debuted the new 
tech at E3, and look set to use it to 
immerse you in the likes of Overkill’s 
The Walking Dead title. Head to our 
website for more info. 


Vegas Siege 


While Ubisoft has confirmed 
you'll be able to play Rainbow 
Six: Vegas and its sequel 
through the new backwards 
compatibility option on Xbox 
One this autumn, the company's 
also confirmed the two games 
will be released with Rainbow 
Six: Siege, likely as a bundled 
pair of digital download codes. 


ONLINE 


HEART OF THORNS 


GUILD WARS 2 GET NEW START 


When Guild Wars 2: Heart of Thorns arrives this autumn it's set to revamp pretty 
much every aspect of the MMORPG. The base game is coming up on three years in 
the wild, but even if the living world concept kept it fresh, a major expansion is long 
overdue. Heart of Thorns plans to do just that. 

"[This expansion] is our look at the entire game, all of the systems in the game and 
saying: ‘let's take a step forward, let's integrate everything together and let's really 
lay the foundation for where Guild Wars 2 as a game is going'," game designer Matt 
Wuerffel told us when we discussed what it was bringing to the MMO. 

As the name implies, playing together in a group has always been at the core of 
the Guild Wars experience. With the new Guild Halls feature in Heart of Thorns along 
with other guild-related features the social experience is deeper than ever before. 

Players will be able to fund expeditions into Heart of Maguuma (the new area 
added through this expansion) and lay claim to ruins and restore these in order to 
unlock an instanced map their guild controls. Guilds will need to pool their resources 
together in order to restore these buildings and will then be rewarded with guild 
perks, items and activities. There is also a new crafting profession, the scribe, and 
via the scribe's workstation guild members will be able to scheme and craft new 
gear. The idea behind the Guild Halls concept is to create and encourage players to 
play with their guilds. 

Apart from the new area Heart of Maguuma, which offers three distinct jungle 


IN WITH EXPANSION 


locations to explore: on the ground, up in the canopies and down 
below in the roots. The new mastery system will also offer a new 
progression system for level 80 characters. 

*The mastery system let's us release new areas and new content 
with custom tailor-made abilities that players can use and invest in 
to explore and move around in those environments and take on 
those foes," said Wuerffel. 

There is also a new PvP mode called Stronghold that has been 
inspired by MOBAs. World vs. World has been revised with added 
emphasis on objectives, with a new map and new siege weapon 
called Shield Generator that is largely meant to add support. 

On top of that there's the new Revenant profession (a new heavy 
armor profession who controls the power of The Mists). Add up all 
the numerous changes to the basic mechanics and it's easy to see 
how Hearts of Thorns will revitalise Guild Wars 2. 

"It's touching every major system and major component of the 
game, taking all the lessons we have learned so far, and saying: 
‘Hey, how do we make this better? How do we push the game 
even further?' To be in a good place moving forward for where 
GW2 is going to go,” concludes Wuerffel. 


TOTAL WAR: ELDER SCROLLS 


MOD OF THE MONTH 


We’ll be able to scratch a very similar itch when Total War: 
Warhammer finally sees the light of day, but in the meantime 
there’s plenty of options when it comes to fantasy strategy 
(including last month’s Game of Thrones conversion mod for 
Crusader Kings 2). But if you want fantasy mixed with large 
scale battles of the Total War persuasion, you’re out of luck 
for the time being, unless of course you want to check out 
this total conversion for Medieval Il: Total War: Kingdoms. It 
lets you control one of the many factions from Bethesda’s 
Elder Scrolls series, and with twenty armies (including some 
fan favourites) battling across Tamriel, there’s plenty there for 
armchair generals to get their teeth stuck into. 


DIRT RALLY 


EARLY ACCESS 


Don’t get us wrong, we enjoyed our last outing with the Dirt 
series, but Showdown was a brash and unrealistic spinoff that 
did nothing to satisfy the thirst of serious rally fans. Indeed, 
the series has been steadily steering away from the authentic 
rally experience since the genre’s heyday, but with Dirt Rally 
the series is firmly back on track. There’s already a very 
polished rally game on offer, and with Codemasters planning 
on adding more content as it moves through the Early Access 
process, it’s only going to get bigger and better. There’s great 
variety when it comes to the twisty tracks, and there’s a 
selection of distinctive rides to get to grips with. It offers a 
pure experience that both rally fans and race enthusiasts will 
appreciate. It’s worth a look. 


Destiny 


House of Wolves has landed and it’s a huge 
improvement over The Dark Below. New PvP 
mode Trials of Osiris is tense and challenging, 

and PvE offering Prison of Elders is a solid 
change of direction. The new story content is 

solid, and it’s much easier to upgrade your 
new (and old) gear. 


Crusader Kings 2 


The fantastic support for CK2 continues, this 
time with the Horse Lords making an 
entrance. The Khans will be unleashing their 
wrath in an expanded map and thanks to their 
deadly brand of horseback warfare, plus 
nomadic government and new clan politics 
will mean further changes. 


Evolve 


The Arena Mode for Turtle Rock’s monstrous 
shooter is out now, and it changes up the 
formula by putting teams into battles to the 
death. Forget the complex meta game and the 
nuanced battle; hunters and monster are 
trapped in a small area and must scrap it out 
until only one is left standing. 


Bloodborne 


Details are still thin on the ground, but that 
won't stop fans getting excited after Sony 
Worldwide Studios president Shuhei Yoshida 
revealed that Bloodborne is getting an 
expansion. Since then it has been confirmed 
that more news is coming after E3, so stay 
tuned for that. 


MASTER CHIEF 
COLLECTION - 


HALO 3: ODST 


BUNGIE SIDE-STORY 
GETS DROPPED. 


First up and disappointingly, there's 
no Firefight. It's been dropped for 
reasons unknown as 343i finally get 
Bungie’s side-story released digitally 
on Xbox One this past month, partly 
in way of apology for the cock up 
that was the Master Chief Collection 
launch (if you went online with the 
game the first month of release, you 
may have gotten a free download 
code via your Xbox Live messages. 
For everyone else, it’s four quid). 

Still, what you get for your money - 
or not, as the case may be - is a 
quirky campaign that stars a squad 
of elite ODST (Orbital Drop Shock 
Troopers) in a side-story to Halo 3. 

One of the best things about 
ODST is that it sees Bungie playing 
with narrative in a way that they 
don't normally. The player switches 
between two timelines that 
eventually converge for the final 
mission. Linking it all together is the 
story of the Rookie - faceless, blank 
canvass, you - who explores the 
ravaged city of New Mombassa 
hours after the drop. 

As you explore the atmosphere- 
drenched city with the Rookie, you 
uncover clues as to what happened 
to your squad during the hours 
before. The city is a joy to explore, 
as you scurry between wrecked cars 
under the glare of moonlight. The 
soundtrack is great, and the noir- 
esque tunes wonderfully juxtapose 
with the ravaged city streets, where 
Brutes, Jackals, and Grunts patrol 
and regularly provide resistance to 
your progress. 

From the audiologs you discover 
along the way, through to the 
converging storylines, Halo 3: ODST 
is a nice change of pace when 
considered alongside the campaigns 
it now resides with on Xbox One. It 
still scrubs up well, and we're talking 
about six years since it was originally 
launched. The 1080p and 60fps 
makes for a crisp and smooth 
experience, although the framerate 
regularly takes a tumble when 
playing co-op (online). There's also 
some clunky character animations, 
but these are shortcomings that are 
easily dismissed. There's a solid 
campaign here and so absolutely no 
reason to give this one a miss. 


TOTAL WAR: 
WARHAMMER 


LEAD ARTIST MATT DAVIS ON CAPTURING THE WORKSHOP LOOK 


“Games Workshop has been lovingly crafting this IP for 30 years now, so we really 
wanted do it justice. This meant depicting everything from the lowliest goblin to giants, 
and everything in-between, which in terms of scale is an enormous departure from the 
range you would have in a Total War game. Every character’s creation process starts 
with the minis, determining the key design elements of the unit type, what separates an 
Orc Boy from a Savage Orc Boy, or an Empire State Trooper from an Empire 
Greatsword, that sort of thing. We draw up a concept of the key elements in the 
miniature with the more realistic proportions and anatomy of the game, then do a detail 
pass to add a bit of personality and realism to the design: the sort of details that simply 
cannot be represented in a 20mm model. That concept is then passed along to GW for 
approval, who have some fantastic insights, which have helped us immensely.” 


SAVE 
THE DATE 


THE BEST OF THE MONTHS AHEAD 


MINECON J! 4-5 


After skipping its 2014 run (possibly as a result of Microsoft 
buying Mojang) MineCon returns and this time it's being held at 
the ExCeL London Exhibition and Conference Centre. The event 
offers panels on all things Minecraft related (even panels for 
parents of Minecrafters), as well as costume competitions and 
anything else Minecraft related you can imagine. Tickets are sold 
out well in advance, so check online if you’re interested. 


GAMESCOM \UGUST5 


Europe's most prominent game show is back in full force in 2015 
and Microsoft in particular have been banging the drum early to 
let us know they plan to bring some major announcements to 
Cologne. The show kicks off on Wednesday August 5 with a 
trade and VIP-only day followed by four days of insanity 
(Thursday - Sunday) that's open to the public. 


m@ UNTIL DAWN AUST 26 


Supermassive Games take on the college horror flick genre ditch 
the PS3 and Move controls as originally planned in favour of a 
less campy, more serious approach on PS4. It’s a great move in 
our opinion, and we’re looking forward to trying it out. The game 
has been designed with multiple playthroughs in mind as you try 
and keep one or more of a group of 8 alive and surviving a night 
in a log cabin as they are hunted down by a crazed killer. There 
are hundreds of potential outcomes as the events unfold based 
on your actions and decisions. 


METAL GEAR SOLID V SEPTEMBER | 


Is it Hideo Kojima's final Metal Gear game? We don't know. What 
we do know is that The Phantom Pain has all the hallmarks of a 
modern classic. Redesigning the stealth gameplay of the series 
for an open world scenario while remaining true to the fiction, 
characters and storyline is a true accomplishment. Read our 

— Ay } lengthy impressions from a recent playthrough further on in the 
wll Vi , magazine and you'll no doubt share our excitement for the open 
— ; plains of Afghanistan. 
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m LEGENDS OF GAMING Si? TENBER 4 


A new entry in our expo calendars is Legends of Gaming that will 
be held in London at Alexandra Palace between September 4th 
and September 6th. The concept will see a combination of 
offerings from 100 booths with retro games, upcoming titles, and 
more and there will be eSports and panels in the 2,500-seater 
arena. Legends of Gaming has been created by Endemol and 
Upper Street Events with a heavy focus on UK Youtube 
personalities, who will also partake in tournaments on stage. It 
could very well be the next big gaming event for the UK. 


DEVELOP E'R 


DAVID WESSMAN 


STORIE 


X-WING DEV TURNED LECTURER TALKS KICKSTARTER 


Impeller Studio fell short of its Kickstarter target for Starfighter Inc [the team 
looked for $250,000. The campaign closed on $226,000]. How do you feel? 
Pretty good. Obviously we wanted this to succeed, but we came really close, and 
we had almost 5400 backers, many of whom have basically joined a growing 
community that are supporting the project. We made it clear the project is going 
to continue, regardless of the Kickstarter success of the Kickstarter... We felt that 
we could bring this to the fans sooner if we can get some money. 


Was the team sitting watching the countdown with champagne at the ready? 
We knew we had a pretty big gap to close, and no one wanted to get ahead of 
themselves. For me, the last six hours were from midnight to 6am, and we were 
doing a live Twitch stream, which | participated in to 3.30am. | went to bed with 
us still 30 or 40 thousand dollars to go. At that point, | didn’t think we were going 
to make it. And that proved correct, despite someone doing a 10,000 dollar 
pledge right near the end. 


In hindsight, the biggest mistake we made was not having gameplay video from 
the beginning. We knew our names weren’t well-known. We’re not marquee 
celebrities. So we put a lot of emphasis on the games we’ve made, because 
everyone’s familiar with those. 


Why did you deliver the video so late on? 

We did a lot of research going into the Kickstarter, talked to a lot of people, and 
heeded their advice about what was good, what was bad. We knew we were 
taking on risks with that video. We just weren’t comfortable with the state of the 
game, particularly in visuals. We’re basing a lot of our pedigree on being Triple-A 
designers and if we were to show something that didn’t look Triple-A? Well... 


| think the way we did our backer tiers and pricing... We thought we had planned 
it out well. But then the feedback we got was “you should have offered us this, 
offered us that”, digital-only tiers... We provided a lot - 3000 - low-priced entry- 
level tiers that, in hindsight, if all those people had paid 25 instead of 15 to 17, we 


would have made it. 


How you do you feel about Kickstarter now? 
| like it. I’ve backed several projects, most of them are board games, 


rather then computer games. 


You’ve no idea how many developers have said the same thing. 
It is a golden age for board games. It’s harder to make the case for 
computer games; and it’s a lot harder to make them. I’ve been teaching 
game design for over six years now and one of my favourite classes to 


CAREER 
HIGHLIGHTS 


X-Wing 

This 1993 release started the now 
iconic run of Star-Wars simulator 
titles from LucasArts in the early 
90s. Wessman started as a test 
lead but eventually ended up 
designing the game’s missions. 


X-Wing vs. Tie Fighter 
The multiplayer-focused title in 
1997 was criticised for its poor 
single player. Focus was mainly on 
MP, as according to Wessman, 
“we only had 10 or 11 months to 
get the game done, and | knew 
balancing multiplayer was going 
to be a lot of work.” 


Saints Row 


Wessman joined Volition to work 
on the sandbox title that released 
in 2006 as the game's senior 
designer. It was supposed to be a 
rival to GTA, but developed it’s 
own personality. Look for Buggy 
Saints Row Musical on YouTube. 


teach is all tabletop design. It strips 
away all the complexities of computer 
development and focuses on game 
mechanics, rules, the physical design. 
And it’s all transparent. You change a 
rule, you playtest, you know exactly 
what caused that change. So it’s a 
good foundation for developing 
computer games. 


You pulled yourself out of teaching 
to work on this project. Is it a case 
of you need something you’d really 
be passionate about to get yourself 
back into development? 

The entire time I’ve been teaching I’ve 
tried to stay involved in some sort of 
project. When | was first teaching my 
course load was insane so it was more 
vicariously through directing student 
projects. But when | connected to this, 
it was a time when my work schedule 
actually afforded me some spare time, 
and it was a no-brainer for me. It was 
the kind of project | wanted to do my 
entire life. Serendipitously | ran into 
these guys. “This what we’re working 
on”. “Oh really?” [laughs]. “Il know 
something about that...” And Jack 
Mamais being on the project was a 
huge draw for me. He and | met more 
than 10 years ago. He was creative 
director at a studio and he hired me to 
be lead designer for a special forces 
combat helicopter game. We hit it off 
really well, made a great team. But 
unfortunately that studio shuttered its 
doors six weeks after hiring me and 
owing me a month’s salary. 


One question we were going to ask 
was for your most memorable 
industry story. That may be it. 
Sadly I’m not a unique case of that 
happening. 


At least now with Kickstarter, you’re 
allowed to do these projects that 


“THE MILLENNIUM FALCON 
GAME WAS AMBITIOUS. WE 
HAD TO PULL THE PLUG.” 


you’re passionate about. 

Absolutely. The digital distribution, crowd-funding has completely 
changed the marketplace. It’s sad that it doesn’t always come through. 
Human Resources, this RTS from the Planetary Annihilation guys, | so 
wanted that to succeed. What a clever idea, it had a great art style, 
these guys have a track record, and it felt short. Who knows why? 
Well, I’m sure marketing experts can tell you... | never know what to 
think about those guys, | really don’t. 


How’d you get started in the industry? 

My best friend from sixth grade is a guy named Dave Maxwell. He had 
gotten a job at LucasArts, which was then called Lucasfilm Games, as 
a tester, which | thought was pretty cool... I’d actually diverted into 
music, and | was doing concert audio engineering on tour across 
America and Europe, and the last tour | did was a disaster. | came 
back, took up selling pro audio gear, and Dave, here’s Dave telling me 
about his day testing games. | ask him if he hears of an opening to let 
me know. | get an interview, and 15 minutes in I’m told I’ve got the job. 


The weird part was | knew Secret Weapons of the Luftwaffe was Larry 
Holland’s current project, which Dave was working on. So | laid it on 
thick about my knowledge of military history, especially World War II 
aircraft. They say “that’s great. But we need you to work on the new 
Indiana Jones”. | told them | hadn’t really played those games, but they 
said “well, that’s where we need you.” Okay, pay your dues. 


So | did that and Monkey Island 2. But my opportunity to get on the 
other team came because at the time, LucasArts had a very strict 
policy that they would not ship a game that had a repeatable crash 
bug. Knowing that, Dave Maxwell had made it his mission in life to find 
a repeatable crash bug every day. And he did. So he single-handedly 
preventing the game from shipping. So they basically forced him to 
take vacation time... 


So they could get it out the door? 

So | stepped into his place while he was on vacation, and made a 
good impression on Larry. When | realised he was an independent 
contractor and not a LucasArts employee, | thought, well, | want to 
work for him. And so | was successful and convinced him to hire me. 
He brought me on as his lead internal tester for what turned out to be 
X-Wing, and so first | focused on that, doing a ton of research on Star 
Wars, read every comic book, novel, RPG source book available. | was 
absorbing all that and becoming a subject matter expert. 


So when the game was far enough along we were actually testing the 
core mechanics, created a mission editor, they asked if anyone wanted 
to try to make some, go ahead. There was half dozen of us, but Dave 
and | proved to be the most prolific and most proficient at it so we 
became the official designers for X-Wing and for Tie-Fighter. 


Did you get sick of Star Wars at that point? 


By the end off Tie-Fighter | was getting a little tired of it to be honest. We actually 
started working on a Millennium Falcon game that was going to be the third game, 
it was going to have run and gun, first person shooter mode, inside spacecraft and 
platforms, and that was what ended up killing that project. At the time we had 15 
people, and X-Wing took 7 or 8 people, About four or five months into it we 
realised didn’t have the resources, we weren’t a big enough studio and didn’t have 
enough time to meet what fan expectations would be. They were going to have 
very high expectations and we knew we couldn’t pull it off. So the plug was quickly 
pulled on that. 


Did you have a road map of what you wanted to do in your career? 

Actually going back to high school, | wanted to make computer games. When they 
first came out | thought, cool, | want to do this. But there were no game programs 
at University at that time, and even years later in the mid 80s when | tried to go 
back to college and tried to find something related to game programming, there 
wasn’t really anything for game development. | resigned myself... | didn’t realise 
that everyone that had built the industry was self-taught. | kicked myself for not 
trying harder on that. But once | got into the industry | had a lot of ideas that were 
either simulation-based or typically flight combat, or strategy games. | has this 
huge library of board games and other more casual strategy games that they didn’t 
seem to be represented in electronic games. Which always struck me as odd. 
Here’s a proven game, we know it works. We just have to translate it into this new 
medium, and whenever | brought that up, it was dismissed. No one was interested. 
Of course, a few years pass and all of a sudden it’s a thing. 


Ahead of the curve. 
Yea [laughs] 


What was your first gaming experience? 
The first computer | got my hands on was a friend’s.. It’s was the Apple 2 or the 
Atari 800. First time | did programming, it was a vocational high school class with a 


computer with punch card input, telecard output, and still we made games. A drag 
racing simulator and a lunar landing simulator. Just punch in a bunch of numbers 
and then wait for the results. 


Satisfying? 

Oh yea [laughs]. | discovered my notion of what would be fascinating and 
compelling and interesting about being a computer programmer was tedious. | 
really didn’t enjoy it. | had a great feeling my program actually worked, but it 
seemed not worth the effort at the time. A few decades later I’m looking over the 
shoulder of programmers that have Visual Studio and thinking “where the hell was 
this when | started out?” 


Do you keep box copies of your projects? 

All my professional, commercial work, yea. Souvenir, mementos, they mean 
something. The first time | walked into a store and saw a game that I’d worked on 
on the shelves, it was like “yes”. Then having people come up to me and ask 
whether I’d made so and so game. It’s a great feeling. 


Is there anyone in the industry you admire? 
Oh yes. Will Wright, John Carmack, Chris Crawford... rattling them off the top of 
my head. 


Any you’ve met? 

I’ve never spoken to John Carmack but | have had brief encounters with Will 
Wright, Chris Crawford.. | actually got to talk to him at GDC, having lunch together. 
But the industry’s full of amazing people. It’s one of things | love going to 
conferences like GDC, getting the opportunity to meet people who made games 
that you love. | was doing a round table discussion on game development and one 
of the guys - I’m ashamed | can’t remember his name right now - said “your 
games are some of my favourites”. | asked him what he worked on, and he lists 
Battlezone. “Battle zone is one of my all-time favourite games! We got to take 
pictures with each other!” 


“PROGRAMMING SEEMED 
FASCINATING. | REALISED IT 
WAS TEDIOUS.” 


What’s your thoughts on VR? 

I’m excited. The last time it tried to kick off in the 90s it was too early. But 
| definitely saw the potential then. | think it’s going to be a huge 
transformation. Faster than what people are prepared for. In the early 90s 
we went from 2D to 3D, and you had to have a separate 3D accelerator 
card, that drove hardware and game sales. X-Wing drove a lot of those 
hardware sales. The same thing’s going to happen to VR. When we went 
to GDC last year and did the EVE Valkyrie demo on Oculus Rift. Our 
executive producer, | get this text from him, he’s just come out of it: “Stop 
whatever you’re doing and come here now, go see this demo”. I’m 
paraphrasing, but he said something to the effect that this was the most 
intense gaming experience he’s ever had in his life. | was playing the 
demo, turning my head around and thinking “this is what it’d always be 
like. This is fucking awesome. We got to do this.” 


What’s next for yourself? Is the road map in place? 

Absolutely. During the Kickstarter we added a second technical advisor, 
so we got two guys are contributing that everything in the game is as 
realistic as possible, though we do draw a line - it still has to be fun. But 
nobody is doing anything like this. And going back to my earliest 
memories of watching the Apollo Moon landing live, | wanted to be an 
astronaut. [American physicist and space activist] Gerald O’Neill posed his 
students at Princeton University a question: “is the surface of a planet the 
ideal location for an expanding technological civilisation? Turns out no. It’s 
not. And they drew up plans for spacecraft back then. 


As far as I’m concerned, we’re forty years behind schedule. So one of my 
motives with this game is to present a realisation of humanity’s future in 
the solar system. For gameplay purposes it’s going to be dystopian, but 
when you’re flying a mission in the game, protecting a mining facility in 
orbit around Saturn, it’s all going to be based on what that’s what it would 
look like. That’s what it would be doing. This is the reason why we’re 
fighting over this. It’s not just made-up bullshit. 


arfighter Inc. is currently in dev 
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X-WING DEV TURNED LECTURER TALKS KICKSTARTER 


Impeller Studio fell short of its Kickstarter target for Starfighter Inc [the team 
looked for $250,000. The campaign closed on $226,000]. How do you feel? 
Pretty good. Obviously we wanted this to succeed, but we came really close, and 
we had almost 5400 backers, many of whom have basically joined a growing 
community that are supporting the project. We made it clear the project is going 
to continue, regardless of the Kickstarter success of the Kickstarter... We felt that 
we could bring this to the fans sooner if we can get some money. 


Was the team sitting watching the countdown with champagne at the ready? 
We knew we had a pretty big gap to close, and no one wanted to get ahead of 
themselves. For me, the last six hours were from midnight to 6am, and we were 
doing a live Twitch stream, which | participated in to 3.30am. | went to bed with 
us still 30 or 40 thousand dollars to go. At that point, | didn’t think we were going 
to make it. And that proved correct, despite someone doing a 10,000 dollar 
pledge right near the end. 


In hindsight, the biggest mistake we made was not having gameplay video from 
the beginning. We knew our names weren’t well-known. We’re not marquee 
celebrities. So we put a lot of emphasis on the games we’ve made, because 
everyone’s familiar with those. 


Why did you deliver the video so late on? 

We did a lot of research going into the Kickstarter, talked to a lot of people, and 
heeded their advice about what was good, what was bad. We knew we were 
taking on risks with that video. We just weren’t comfortable with the state of the 
game, particularly in visuals. We’re basing a lot of our pedigree on being Triple-A 
designers and if we were to show something that didn’t look Triple-A? Well... 


| think the way we did our backer tiers and pricing... We thought we had planned 
it out well. But then the feedback we got was “you should have offered us this, 
offered us that”, digital-only tiers... We provided a lot - 3000 - low-priced entry- 
level tiers that, in hindsight, if all those people had paid 25 instead of 15 to 17, we 


would have made it. 


How you do you feel about Kickstarter now? 
| like it. I’ve backed several projects, most of them are board games, 


rather then computer games. 


You’ve no idea how many developers have said the same thing. 
It is a golden age for board games. It’s harder to make the case for 
computer games; and it’s a lot harder to make them. I’ve been teaching 
game design for over six years now and one of my favourite classes to 
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X-Wing 

This 1993 release started the now 
iconic run of Star-Wars simulator 
titles from LucasArts in the early 
90s. Wessman started as a test 
lead but eventually ended up 
designing the game’s missions. 


X-Wing vs. Tie Fighter 
The multiplayer-focused title in 
1997 was criticised for its poor 
single player. Focus was mainly on 
MP, as according to Wessman, 
“we only had 10 or 11 months to 
get the game done, and | knew 
balancing multiplayer was going 
to be a lot of work.” 


Saints Row 


Wessman joined Volition to work 
on the sandbox title that released 
in 2006 as the game's senior 
designer. It was supposed to be a 
rival to GTA, but developed it’s 
own personality. Look for Buggy 
Saints Row Musical on YouTube. 


teach is all tabletop design. It strips 
away all the complexities of computer 
development and focuses on game 
mechanics, rules, the physical design. 
And it’s all transparent. You change a 
rule, you playtest, you know exactly 
what caused that change. So it’s a 
good foundation for developing 
computer games. 


You pulled yourself out of teaching 
to work on this project. Is it a case 
of you need something you’d really 
be passionate about to get yourself 
back into development? 

The entire time I’ve been teaching I’ve 
tried to stay involved in some sort of 
project. When | was first teaching my 
course load was insane so it was more 
vicariously through directing student 
projects. But when | connected to this, 
it was a time when my work schedule 
actually afforded me some spare time, 
and it was a no-brainer for me. It was 
the kind of project | wanted to do my 
entire life. Serendipitously | ran into 
these guys. “This what we’re working 
on”. “Oh really?” [laughs]. “Il know 
something about that...” And Jack 
Mamais being on the project was a 
huge draw for me. He and | met more 
than 10 years ago. He was creative 
director at a studio and he hired me to 
be lead designer for a special forces 
combat helicopter game. We hit it off 
really well, made a great team. But 
unfortunately that studio shuttered its 
doors six weeks after hiring me and 
owing me a month’s salary. 


One question we were going to ask 
was for your most memorable 
industry story. That may be it. 
Sadly I’m not a unique case of that 
happening. 


At least now with Kickstarter, you’re 
allowed to do these projects that 


“THE MILLENNIUM FALCON 
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you’re passionate about. 

Absolutely. The digital distribution, crowd-funding has completely 
changed the marketplace. It’s sad that it doesn’t always come through. 
Human Resources, this RTS from the Planetary Annihilation guys, | so 
wanted that to succeed. What a clever idea, it had a great art style, 
these guys have a track record, and it felt short. Who knows why? 
Well, I’m sure marketing experts can tell you... | never know what to 
think about those guys, | really don’t. 


How’d you get started in the industry? 

My best friend from sixth grade is a guy named Dave Maxwell. He had 
gotten a job at LucasArts, which was then called Lucasfilm Games, as 
a tester, which | thought was pretty cool... I’d actually diverted into 
music, and | was doing concert audio engineering on tour across 
America and Europe, and the last tour | did was a disaster. | came 
back, took up selling pro audio gear, and Dave, here’s Dave telling me 
about his day testing games. | ask him if he hears of an opening to let 
me know. | get an interview, and 15 minutes in I’m told I’ve got the job. 


The weird part was | knew Secret Weapons of the Luftwaffe was Larry 
Holland’s current project, which Dave was working on. So | laid it on 
thick about my knowledge of military history, especially World War II 
aircraft. They say “that’s great. But we need you to work on the new 
Indiana Jones”. | told them | hadn’t really played those games, but they 
said “well, that’s where we need you.” Okay, pay your dues. 


So | did that and Monkey Island 2. But my opportunity to get on the 
other team came because at the time, LucasArts had a very strict 
policy that they would not ship a game that had a repeatable crash 
bug. Knowing that, Dave Maxwell had made it his mission in life to find 
a repeatable crash bug every day. And he did. So he single-handedly 
preventing the game from shipping. So they basically forced him to 
take vacation time... 


So they could get it out the door? 

So | stepped into his place while he was on vacation, and made a 
good impression on Larry. When | realised he was an independent 
contractor and not a LucasArts employee, | thought, well, | want to 
work for him. And so | was successful and convinced him to hire me. 
He brought me on as his lead internal tester for what turned out to be 
X-Wing, and so first | focused on that, doing a ton of research on Star 
Wars, read every comic book, novel, RPG source book available. | was 
absorbing all that and becoming a subject matter expert. 


So when the game was far enough along we were actually testing the 
core mechanics, created a mission editor, they asked if anyone wanted 
to try to make some, go ahead. There was half dozen of us, but Dave 
and | proved to be the most prolific and most proficient at it so we 
became the official designers for X-Wing and for Tie-Fighter. 


Did you get sick of Star Wars at that point? 


By the end off Tie-Fighter | was getting a little tired of it to be honest. We actually 
started working on a Millennium Falcon game that was going to be the third game, 
it was going to have run and gun, first person shooter mode, inside spacecraft and 
platforms, and that was what ended up killing that project. At the time we had 15 
people, and X-Wing took 7 or 8 people, About four or five months into it we 
realised didn’t have the resources, we weren’t a big enough studio and didn’t have 
enough time to meet what fan expectations would be. They were going to have 
very high expectations and we knew we couldn’t pull it off. So the plug was quickly 
pulled on that. 


Did you have a road map of what you wanted to do in your career? 

Actually going back to high school, | wanted to make computer games. When they 
first came out | thought, cool, | want to do this. But there were no game programs 
at University at that time, and even years later in the mid 80s when | tried to go 
back to college and tried to find something related to game programming, there 
wasn’t really anything for game development. | resigned myself... | didn’t realise 
that everyone that had built the industry was self-taught. | kicked myself for not 
trying harder on that. But once | got into the industry | had a lot of ideas that were 
either simulation-based or typically flight combat, or strategy games. | has this 
huge library of board games and other more casual strategy games that they didn’t 
seem to be represented in electronic games. Which always struck me as odd. 
Here’s a proven game, we know it works. We just have to translate it into this new 
medium, and whenever | brought that up, it was dismissed. No one was interested. 
Of course, a few years pass and all of a sudden it’s a thing. 


Ahead of the curve. 
Yea [laughs] 


What was your first gaming experience? 
The first computer | got my hands on was a friend’s.. It’s was the Apple 2 or the 
Atari 800. First time | did programming, it was a vocational high school class with a 
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computer with punch card input, telecard output, and still we made games. A drag 
racing simulator and a lunar landing simulator. Just punch in a bunch of numbers 
and then wait for the results. 


Satisfying? 

Oh yea [laughs]. | discovered my notion of what would be fascinating and 
compelling and interesting about being a computer programmer was tedious. | 
really didn’t enjoy it. | had a great feeling my program actually worked, but it 
seemed not worth the effort at the time. A few decades later I’m looking over the 
shoulder of programmers that have Visual Studio and thinking “where the hell was 
this when | started out?” 


Do you keep box copies of your projects? 

All my professional, commercial work, yea. Souvenir, mementos, they mean 
something. The first time | walked into a store and saw a game that I’d worked on 
on the shelves, it was like “yes”. Then having people come up to me and ask 
whether I’d made so and so game. It’s a great feeling. 


Is there anyone in the industry you admire? 
Oh yes. Will Wright, John Carmack, Chris Crawford... rattling them off the top of 
my head. 


Any you’ve met? 

I’ve never spoken to John Carmack but | have had brief encounters with Will 
Wright, Chris Crawford.. | actually got to talk to him at GDC, having lunch together. 
But the industry’s full of amazing people. It’s one of things | love going to 
conferences like GDC, getting the opportunity to meet people who made games 
that you love. | was doing a round table discussion on game development and one 
of the guys - I’m ashamed | can’t remember his name right now - said “your 
games are some of my favourites”. | asked him what he worked on, and he lists 
Battlezone. “Battle zone is one of my all-time favourite games! We got to take 
pictures with each other!” 


“PROGRAMMING SEEMED 
FASCINATING. | REALISED IT 
WAS TEDIOUS.” 


What’s your thoughts on VR? 

I’m excited. The last time it tried to kick off in the 90s it was too early. But 
| definitely saw the potential then. | think it’s going to be a huge 
transformation. Faster than what people are prepared for. In the early 90s 
we went from 2D to 3D, and you had to have a separate 3D accelerator 
card, that drove hardware and game sales. X-Wing drove a lot of those 
hardware sales. The same thing’s going to happen to VR. When we went 
to GDC last year and did the EVE Valkyrie demo on Oculus Rift. Our 
executive producer, | get this text from him, he’s just come out of it: “Stop 
whatever you’re doing and come here now, go see this demo”. I’m 
paraphrasing, but he said something to the effect that this was the most 
intense gaming experience he’s ever had in his life. | was playing the 
demo, turning my head around and thinking “this is what it’d always be 
like. This is fucking awesome. We got to do this.” 


What’s next for yourself? Is the road map in place? 

Absolutely. During the Kickstarter we added a second technical advisor, 
so we got two guys are contributing that everything in the game is as 
realistic as possible, though we do draw a line - it still has to be fun. But 
nobody is doing anything like this. And going back to my earliest 
memories of watching the Apollo Moon landing live, | wanted to be an 
astronaut. [American physicist and space activist] Gerald O’Neill posed his 
students at Princeton University a question: “is the surface of a planet the 
ideal location for an expanding technological civilisation? Turns out no. It’s 
not. And they drew up plans for spacecraft back then. 


As far as I’m concerned, we’re forty years behind schedule. So one of my 
motives with this game is to present a realisation of humanity’s future in 
the solar system. For gameplay purposes it’s going to be dystopian, but 
when you’re flying a mission in the game, protecting a mining facility in 
orbit around Saturn, it’s all going to be based on what that’s what it would 
look like. That’s what it would be doing. This is the reason why we’re 
fighting over this. It’s not just made-up bullshit. 


arfighter Inc. is currently in dev 
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scalation. Jim Gordon’s comment at the end of Nolan’s Batman Begins suggests 
its inevitability, and the danger that’s inherent with it. Seven years later, in-fiction 
concern served as meta-commentary for the Dark Knight trilogy’s close. While 
containing many a good idea, Rises nearly collapsed from the weight of it’s 
expanded scope; intimacy crushed under war-like spectacular as Gotham’s besieged. 

It’s similar concern that has dogged Rocksteady’s reveals of its final night in the same city 
with Arkham Knight. A bigger sandbox, bigger threats, and even bigger gadgets: the focus 
on the Batmobile, its Burnout-like gameplay and the need of a wider, more open Gotham as 
a result of its inclusion has sat uneasily with series fans. It feels a necessary, if unwarranted 
answer to new-gen demands: massive and sprawling cityscape with an overwhelming 
criminal element. The scope has widened exponentially, but the intimacy seemed lost. 

And for the first few hours, that rings true. Rocksteady front-load the intro with huge thug 
fights and a nearly uncontrollable rocket-powered tank.To begin Knight focuses more on 
Batman’s fists than his mind, missions that require brain not brawn are few. New central 
antagonist Scarecrow, popping up to menace you in a now-evacuated Gotham via 
loudspeakers and building billboards, proves a pale competitor for the nuance and insanity 
that the Joker brought. It’s big and brash, but lacking considered refinement. 

It may have shifted generations, but Arkham Knight is obviously a direct continuation of 
the last-gen entries. Rocksteady makes the ballsy move to include zero tutorial to Batman’s 
pre-existing combat or initial arsenal, both of which are extensive. The suggestion: two/three 
games into the franchise by now, you should have this down pat. Yet the several years 
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that’ve passed since we cleaned up Arkham City prove we’re 
initially poorly equipped to handle the heightened threat level. 

Enemy groups come in huge numbers as standard, and 
rocking the versatile combat skills that marked City’s endgame. 
They’ve learnt new tricks as well. Between leaping swordsmen, 
shield wearers and taser-wielding thugs you have knife-wielding 
heavies, fully-electrified attackers and medics that resuscitate 
downed comrades. For power fantasy, we spent a good 
amount amount of time grappling away from fights or staring at 
a game over screen. Along with unfamiliar territory, all-new 
traversal options and a basic set of opening missions that fail to 
reflect the brilliant unbroken flow between multiple gameplay 
mechanics that defined the series proves uncomfortable. And 
soon, worrisome. Have we lost what made Arkham special? 

And yet... there’s that brilliantly cold opening. The sort that’s 
so confident in its delivery that you suspect you’ve just been 
shown a trick. And in a way, you have. It’s misdirection. Very 
shortly, just as you’re learning how to navigate this Gotham, 
remembering old skills, and keeping an eye out for Riddler 
Challenges, what you think is the game’s central arc turns out 
to be mere prelude to the real story. At the same time new 


mechanics are joined, and gel with, tinkered takes on the iconic gameplay 
beats that made this series so great to begin with. Suddenly everything 
makes sense, and everything just clicks. From then on in, this is a blast. 

You’re reminded that this is the studio that faked a console crash to 
enforce a key story beat in Arkham Asylum. Any worry that Rocksteady 
taking solo writing credit dissolves as it deftly marries gameplay with 
narrative. We had, on a number of occasions, the need to put joypad down 
either to cover our mouth in shock, or simply applaud the showmanship. 

Outside a few scenes the studio wisely keep you in control of Batman at 
all times, so even as the story twists, you never feel like you’re watching a 
movie. It feels like this is happening to you. You'll appreciate how 
everything flows together if you’ve played the first two Rocksteady titles, 
and how the studio dares dig into the psychological trauma suffered by the 
man behind the mask over the years even as he’s - and by extension, you - 
trying to save the city. 

That internal struggle permeates the story, but as you’re struggling with 


demons you’re freely criss-crossing the city, clocking through missions as they 
take your interest. Unlike say, Mass Effect 3, in which straying from the critical 
path felt unbelievable (“my planet’s being torn to shreds as we speak, but sure! |’ll 
have another drink”), the side quests here tie into the sense of slowly retaking 
Gotham over the course of one night. There’s even an inmate counter at G.C.P.D 
to help you keep track of how many more villains you’ve got to put behind bars. 
You’re not alone either. The dual play aspect of the game, letting you take 
momentary control of Robin, Nightwing or Catwoman as they cross paths with the 
Dark Knight and fight together, is as smooth and flawless as the rest of the fighting 
system. And while Rocksteady don’t make it all about combat, try keeping a grin 
off your face as the dynamic duo march into a room filled with thugs. You will 
forget Joel Schumacher’s Batman & Robin ever happened. 
While the experience can feel overfamiliar due to base mechanics and 
game systems being similar to before, presentation and story are such 
you can still marvel at what’s on offer. The intimacy’s still there. It’s 
just wrapped in a much larger, yet equally compelling, game world. 


YOSHI'S WOOLLY WORLD 


GB SYSTEM WIT U GENRE PLATFORM DEVELOPER GOOD-FEEL PUBLISHER NINTENDO OUT JUNE 26 


t’s almost becoming cliché how Nintendo continues to dominate the platforming 
genre. Look for its best, and most will come from the same stable. One being the 
1995 release, Super Mario World 2: Yoshi’s Island. Proving there’s no such thing as 
a straightforward Mario sequel, it introduced new ideas, quirky visuals and a lot of 
gameplay variety. To some SNES owners, it was the superior Super Mario World title. 

This year, Yoshi is 20 years old. For the anniversary, there’s no better gift for fans and Wii U 
owners, than Yoshi's Woolly World. It has all the great hallmarks of its ancestor; an old 
school platformer with that unique, and welcome, Nintendo warmth. 

One reason why the experience feels so fresh has to do with the wool aesthetic. As with 
Kirby’s Epic Yarn, it doesn’t just impact the world’s look, but your interaction with it as well. 
Swallowing and passing Shy Guys produces not eggs, but balls of wool. Firing them at 
Piranha Plants sees them unravel and wrap around their mouths, leaving them defenceless 
to a jump attack. If we see a loose piece of thread on a wall, it can be unraveled to open 
secret areas. Woolly logic is applied to everything, keeping the worlds consistent. 

Those worlds are amazingly varied. Not just from a visual perspective (forests, beaches, 
fire and ice levels, cloud and underwater stages) but in terms of gameplay mechanics. You'll 
never know what you’re in for from level to level. Running left to right, working your way from 
the bottom of a map to its top, exploring a Metroidvania-like area for switches, rolling 
(woolly) snowballs... Yoshi’s Woolly World is a fertile playground of ideas. 50 levels, all 
containing their own fun quirks and challenges. 

Yes, challenge. The biggest concern for the game prior to play was the difficulty. For all the 
loving attention to detail, the game does present itself as potentially being as much a walk in 


the park as Epic Yarn. 

And yes, there’s a relaxed mode that can be activated at any 
time. Difficulty is lowered and Yoshi’s rocking a pair of wings. A 
traditional addition these days for Nintendo. Dispense these 
optional aids however, and the real game presents a wide range 
of elegant challenges. In each stage you can search for five 
flowers, five wool packs (to knit that level’s Yoshi back together) 
and twenty hidden jewels. Their locations are far from obvious, 
and exploring every corner of each level to uncover its secrets - 
sometimes while simultaneously avoiding loss of life - makes for 
compelling play. Or you can just head to the end goal. 

The idea is for the game to offer something for all, whatever 
their skill level. Good-Feel’s trio of layers is a good approach. 
Sure, standard platforming may be simple, but it’s conciliatory. 

Two-player is well-implemented, supporting different skill 
levels as well. In difficult sections, one Yoshi can eat the other 
and carry them both through to safety. If one dies, they'll 
reappear as a winged egg ready to rejoin the game. 

While Kirby’s Epic Yarn charmed, it ultimately fell 
flat. Yoshi not only charms but soars thanks to 
fantastic visuals and a flexible difficulty that makes 
it a must for genre fans - casuals and pros. 
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LEGO 
JURASSIC WORLD 


SYSTEM PC PS3 PS4 XBOX 360 XBOX ONE WII U 3DS GENRE PLATFORM DEVELOPER TT GAMES PUBLISHER WARNER OUT JUNE 12 


verything is the same. TT Games takes cinematic 

material, strips out the most iconic scenes, then 

piles on the typical Lego humour. A well-known 

recipe and one that, several years and tie-ins 
later, we find we’re losing the taste for. And, again, we find 
our tastebuds becoming curious as soon as the latest 
offering is dished out onto our console plate. 

It’s likely down to the licence and how it’s been handled. 
Unlike say, Lego Hobbit, which like its celluloid counterpart, 
felt like too much filler, Lego Jurassic World keeps things 
tight by splitting its 20 level structure evenly between the 
four films. That means only the best beats from the flicks 
make the cut, making for some great stages. That said, 
you’ll have a harder time recognising the majority of the 100 
plus characters that are available for unlocking here; park 
staff and bystanders joining your ever-growing roster hasn’t 
the same thrill as, say, Lego Star Wars. 

The studio’s to be commended for working out everyone’s 
special abilities and keeping them both interesting and tied 
to the source material. Lex’s screams in the first flick were 
irritating on the ears. Here they literally shatter glass. For the 
main they’re used to collect additional Lego bricks, but they 
are also crucial to your progress, a howl distracting a dino 
at the right time. 

TT Games take a slightly different approach to the source 
material this time round, stitching original dialogue pulled 
from the films together with new voice work and spinning 
the scenes towards the humorous. The result is authentic, 
entertaining and amusing. The humour’s simple but not flat. 
Take the raptor kitchen scene from Jurassic Park; one of the 
dinos sports a hairnet of cherries after an investigation of 
one cupboard. Absurd, but funny. Which given the franchise 


managed to make dinosaurs eating people 
family-friendly, fits in nicely with the tone, 
and in a weird way. 

Yes, the dinosaurs. The big difference 
between this game and its brethren is the 
ability to play as twenty different creatures in 
the game, each with their own unique ability. 
We can even splice together our own 
creation - perhaps as a nod to the events of 
Jurassic World - and drop these oddball 
breeds into the game proper. 

As with the human characters, you need 
certain dinos to unlock certain parts of the 
park, certain areas in levels. It’s the same irk 
that we have with other Lego games; sure 
replayability is a huge factor in these titles, 
but we’re all too aware of the artificially 
extended play time, and we just stare at 
locked areas in frustration the first time we 
play through a level. 

The studio’s still yet to perfect its Help 
system. While last time there were points we 
became stuck because we didn’t know what 
to do, here we’re told exactly what to do at 
critical points, making this feel more like a 
interactive film at times. Maybe they’ll get it 
right for the next game. 

Packed with the standard high quality that 

comes with every TT title, Lego 
Jurassic World is another entry 
into the Lego series that’s 
perfect for some family co-op. 


MAGICKA 2 


SYSTEM PC PS4 GENRE RPG DEV PIECES INTERACTIVE 
PUBLISHER PARADOX INTERACTIVE OUT MAY 26 


his is a wolf in sheep robes. 

It may look casual, fun and 

good for a laugh, but you'll 

soon realise it's a hardcore 
experience that requires both skill and 
strategy to overcome. It's unforgiving, 
but there is depth to the wonderful 
spell system for those who persevere, 
memorise Magicks combinations, and 
manage to stay abreast of everything 
on screen at any given moment. 

And it's clear the spell system is the 
main strength here. It transforms what 
could have been a mediocre action- 
RPG into something much more 
dynamic and intense. There have been 
some minor tweaks since the first 
game - there are now shortcuts to 
some powerful Magicks that you can 
map to the D-Pad. With four wizards 
on screen the action quickly becomes 
very chaotic. This chaos is another 
great strength to Magicka 2, even if it’s 
sometimes frustrating. 

It's not a tremendously long game 
(nine chapters), but it will take some 
time to conquer, especially if you ramp 
up the difficulty. And once you've 
mastered it there are challenges and 
artefacts you can activate that will 
make for tough going. 

We'd suggest you learn the basics of 
the game playing solo. That way you 
can get a hang of it without dying and 
accidentally killing your friends off too 
quickly and frequently. This isn't one of 
the co-op games you can just have 
people jumping into unprepared. 

It's a game that doesn't really 
innovate much on top of the proven 
formula. And normally that wouldn't be 
a big problem. Why fix something 
that's not broken? But given the 
number of updates and DLC the 
original got it feels like we haven't had 
enough time away to appreciate an 

offering that is fairly similar. 
This is good fun but it fails 
to completely recapture 
the charm of the original. 


SPLATOON 


Gh SYSTEM WITU GENRE ACTION DEVELOPER NINTENDO PUBLISHER NINTENDO RELEASE 29 MAY 2015 


e had little doubt Splatoon would deliver a great 
first impression. Chaotic, original and colourful, 
Nintendo's take on the shooter genre is fresh and 
innovative, and in spite of those who thought that 
Nintendo couldn’t compete with other genre giants. 

Splatoon replaces the violence of guns and hand 
grenades that dog the genre with coloured globs of paint. 
But just because it's paintball rather than bullets doesn't 
mean we're deprived of the adrenaline-fuelled challenge 
typical in this genre. Thanks to the need for precision 
tactics, oddball strategy and absolutely crazy weaponry, 
Nintendo's offering an innovative formula that's thinking 
outside the genre box while offering that traditional 
Nintendo magic to proceedings. 

Before we dig into the modes, let's talk game world. 
Coloropolis is a hub similar to Destiny's Tower. It's here that 
we can meet other players, and the city's divided into 
different districts. District Octopus (single-player), Lobby 
(online multiplayer), Gym (multiplayer competitive, two- 
player local). Then there's Calamarama, the shopping centre 
where we can find four different stores in which to buy 
weapons, gear and accessories. 

Although Splatoon is a game with a declared vocation to 
multiplayer, Nintendo has offered a single player mode that 
can be used as training to learn the game's mechanics, 
weapons and equipment. It also clues us in to the game's 
story, and thanks to an excellently pitched difficulty curve, 
District Octopus proves an engaging mode. Although you 
need a couple of games before being able to get a feeling 
for Splatoon's controls. 

Don't be fooled by the soft and colourful atmosphere that 
characterises the game world: Splatoon gradually becomes 


more and more intense and frantic, even in 
this story mode, and especially come the 
various mini-bosses you can find at the end 
of every world. Alongside the single-player 
mode, there is also a fun local multiplayer 
mode for two players called Gym, a neutral 
ground where we can train with a friend 
ahead of entering online matches. 

But real longevity is, of course, the online 
multiplayer mode. Unlike the shooter games 
we are usually accustomed to, in Splatoon it 
is not so important how many kills your team 
achieves, although they do contribute to the 
match score and consequently, allow us to 
level up. But the game's focus is on who's 
covered the most area with their paint 
(though modes have their own particular 
twists, and Nintendo are looking to 
aggressively update the game with new 
modes, maps and gear in post-launch DLC). 
Sadly, it doesn’t look like one of those 
updates will be voice-chat; an omission that 
seems odd given the game requires team 
coordination. Hopefully Nintendo will change 
its mind at some point over this. 

That aside the game feels fresh, cool (the 
character design is absolutely irresistible) 
and colourful. We enjoyed what we played 

so far and will be keeping an eye 
on this one as the online side 
develops. As it stands though, it 
is worth diving into. 


WOLFENSTEIN: 
THE OLD BLOOD 


SYSTEM PC PS4 XBOX ONE GENRE ACTION 
DEV MACHINE GAMES PUB BETHESDA 


his second Wolfenstein title 
T is a standalone expansion 

which precedes the events 

of the main game, but this 
time opts for something a bit more 
traditional; gone are the retro science- 
fiction trappings, replaced by a return 
to the occult setting that the first- 
person shooter series is known for. 

The Old Blood doesn't need the 

base game to run, and for the £15 it'll 
set you back you get a fairly generous 
five to six hours of story. It's not as 
fleshed out as The New Order, but then 
given the budget pricing this is hardly a 
surprise. What you get is an eight (and 
a bit) chapter campaign with big guns 
and lots of blood-splattered violence, 
as well as a new score attack mode 
set within locations plucked from 
elsewhere in the game. 

Like its predecessor, it's a little 
inconsistent when considered from a 
tonal perspective. For the first half of 
the game it's all about stealthing 
through environments, taking out 
guards, and then, when the shit hits 
the fan, killing everyone that crosses 
your path. The second half of the game 
descends into zombie shooter territory, 
and while the pace picks up 
somewhat, subtlety and nuance takes 
a bullet in the brain. It's the first half of 
the game that really shines. 

Once again the Al of your enemies 
isn't stellar, and means action during 
certain sections feels very gamey, but 
it's a minor issue because the stealth 
takedowns are grimly entertaining, 

A solid score attack mode has been 
included, which significantly fleshes 
out the title and rubs in some much 
needed longevity. However, it could 
also be said that there's too many 
similarities, and it never builds on the 
success of last year's reboot, it merely 

dresses up that game in 
new clothes while at the 
same time failing to 
replicate the variety. 


HARMAN KARDON OMNI 10 


BLUETOOTH LOUDSPEAKER | HARMAN KARDON | OUT NOW | £130 


From a design perspective Omni 10 is much prettier than its competition from Samsung, 
Bose and LG. The loudspeaker is shaped like a ball, made with shiny, polished plastic and 
covered by a tastefully designed cover sporting Harman Kardon's classic logo. On top of 
Omni 10 there are buttons to control volume, power and Bluetooth connectivity. There’s 
also a white version of the the loudspeaker if you’re looking to better blend the device with 
your furniture. Our first impressions of the functionality weren’t positive, as the 
accompanying app is horrible. It’s not clear whether our mobile - we used the iPhone 6 
Plus - is synced with the loudspeaker, and compared to Bose and Sonos, Harman Kardon 
has a lot to learn as far as functionality and installation are concerned. It's not until the 
music kicks in that Omni 10 started to impress us and proves that Harman Kardon still 
knows how to maximise great sound out of surprisingly small boxes. The sound is light 
and crisp, controlled, warm and strong, especially considering it's coming out of 
something the size of a handball. Voices and melodies come through with great 
clarity and it never sounds tinny, unlike many of its competitors. 


PHILIPS FIDELIO M2L 


HEADPHONES | PHILIPS | OUT NOW | £200 


Since Gibson picked up the Fidelio division they've gone from strength to strength. The 
M2L headset is unique in that it offers you the ability to listen to higher resolution sounds 
through an in-built decoder. This is only compatible with iOS devices connected through 
the lightning port, but makes it possible to stream uncompressed 24-bit sound with true 
studio quality to Philips DAC (something that's not possible with a 3.5 mm jack) from 
your iPhone or iPad. 

It’s something that makes its worth sticking to higher-quality tracks of your favourite 
music, and the sound quality is something that no other iPhone headset can compete 
with today. The sound is large and very warm. The descant never turns mean and harsh, 
but remains soft and dynamic. M2L, much like X2, offers an engaging and seriously 
melodic soundscape. To be able to pop in 24-bit/48kHz files on our mobile and listen to 

them with no loss to quality has made a huge difference to our enjoyment of 
(9) music over the last few weeks. It leaves other headphones in the dust and we 
simply can't imagine using anything else - though the price is rather steep. 


PHILIPS 
FIDELIO BS 


SOUNDBAR | PHILIPS | OUT NOW | £800 


The largest soundbar from Philips is a 
marvel of ingenuity that has two distinct 
uses. Either you can set it up as a usual 
soundbar, or you can pull the device apart 
and place its now-separate and wireless 
speakers around the room to achieve true 
4.1 sound.. The sound matches that of the 
award-winning Sonos Playbar. Engaging, 
full of dynamics and plenty of control, and 
he bass is brilliant. Fidelio BS is 
the best soundbar we've tested 
so far, bar none. 


OC 
U3477PQU 


MONITOR | AOC | OUT NOW | £600 


The new monitor from Aoc is a 34-inch 
IPS-S screen with 21:9 ratio, a 4K panel 
and a very well crafted exterior as far as 
the chassis goes. The image quality far 
exceeds all the TN screens we've tested 
during the years as IPS is a superior 

technology for professional use. The 

colours, the blackness and contrast are 
simply sublime and give us no reason to 

complain. However, the 5ms input 

(9) lag will likely be too much for 


the serious gamer. 


PHILIPS 65PUS9809 


4K TV | PHILIPS | OUT NOW | £TBC 


Finally Philips delivers their new cutting edge model. By virtue of tradition, the 9000 
series has ranked highly amongst the various TVs on the market, and has been a multi- 
award winner at the European EISA awards. The Taiwanese TV giant has spent a full 18 
months developing this new top of the line model, offering an operating system based on 
Google Android, and an image that is a perfect fit for anyone looking to play lots of 
games, high resolution films, and watch TV. The 65PUS9809 has all the makings of a truly 
great TV. In addition to the 4K resolution through (four) HDMI 2.0, it has true Direct LED 
backlighting with LEDs divided into 144 zones and Ambilight at the back of the TV that 
lights the wall behind the screen with colours corresponding to the those on screen. This 
sort of true LED backlighting is something we've come to associate with the best models 
from Philips. This allows for great control over contrast and light, and it's something that 
you have to experience with your own eyes. Add to this, the image easily and 
(9) smoothly handles movement and scaling as well as great colours out of the 
box, and you've got a brilliant overall package. 
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HANDS-ON WITH THE BIGGEST TITLES FROM _ 


- 


THIS YEAR’S SHOW PLUS NEW REVEALS. ~ 
JOIN US AS WE LOOK AT THE YEAR’AHEAD _ 


AND THE GAMES THAT’LL DEFINE IT. 


THE DIVISION 


Two years ago at E3 at the end of Ubisoft’s press conference - something of a tradition these 
days, to end with a bang - The Division was revealed and ever since then, the hype has been 
tremendous. It may have missed its first few suggested release windows, but as it approaches 
launch (early next year - fingers crossed) we've finally gotten some proper hands-on with the E3 
build on Xbox One. And while the visuals may not be quite as crisp as they were during that 
very first showing back in 2013, Ubisoft’s open-world MMO shooter still impresses. 

The game has a very specific feel to it. It's like a more tactical, realistic and skill-based take 
on the cover-based RPG shooter (if you wanted a reference point, perhaps you could say Mass 
Effect). So while twitch skills definitely come into play, they're not essential here. In fact, it was 
underlined several times during the session that The Division is actually a standard shooter with 
a few MMO features added on top for good measure. 

One of the few major questions hanging over The Division has been its PvP experience, and 
this is something that we’re now a bit clearer about thanks to our hands-on time with the game. 
Ubisoft Massive talked about the prospect of the Dark Zone, a quarantined walled-in section of 


OUT MARCH 8 2016 
PC PS4 XBOX ONE 


central Manhattan where law and order no longer exists. It’s a 
place where anarchy reigns, but at the same time this is where 
the best loot can be found, and it’s also where you might just run 
in to other agents, some of whom may or may not be your 
friends. 

Until we actually got to see how it works in practice, this had 
an air of 'pie in the sky' about it. The basic idea is that you take 
out enemies in order to secure loot. Said loot then needs to be 
taken to an extraction point. Once you have the loot (appearing 
on your character as a glowing yellow canister underneath your 
backpack) you become an interesting target for any player agent 
inclined to go rogue (the original codename for the project). Once 
you make the decision to attack another fireteam you go rogue, 
and you're marked as such with a red skull that all other agents 


can then see. 

This in turns means that there is no penalty for other agents - they can 
subsequently shoot you without risking going rogue themselves. There's a nice 
risk-reward system in play here, and we can also see some fireteams hanging 
back waiting for other teams to commit to extractions or going rogue to pounce 
on unsuspecting and weakened teams. 

Another thing to note is that if you go rogue and die, you lose your loot, 
potentially hours worth of valuable, precious, hard-earned loot - so greed can 
certainly get you in trouble inside the Dark Zone. Then again, for the very best 
players, there's tremendous potential to go rogue, take out other agents and gain 
their loot, in the process potentially grabbing a whole load of goodies. 

Before we got to this contested PvP part of the demo we fought 'Cleaners' and 
‘Rikers’ - the latter is a faction that was revealed at E3, and they consist of 
former inmates from Rikers Island. As you'd expect in a cover-based shooter, 
much of the tactics here involved flanking and circling enemies so that you could 
take them out from behind, as some units carried volatile containers on their 
backs (baddies never learn, do they?). 

Teaming up in fireteams of three players for the demo, we were given a choice 
from typical pre-made builds, offering us the option to assume the role of either a 
medic, an assault, or if you prefer to tackle your opponents with a bit more 
distance between you, a sniper. We weren't given the opportunity to customise 
our character with skills (of which you choose and equip two), weapons and gear, 
but naturally that's something that will allow you to customise a character that 
fits with your preferred playstyle or the specific objective you're going for. 

Now when you read that there's a sniper build you may think that you'll be 
hanging back, find higher ground, and taking out enemies from a far, but that's 
not really how you'll play The Division. You'll want to stick together in your 
fireteam. Our sniper build also has the Seeker Mine as an ability, deployed to 
keep your back safe and take out any advancing threat, which is excellent 
defence if you find yourself in a well-placed but ultimately vulnerable position. 
The build also sported a sticky bomb that you could throw and detonate 
remotely. The other characters builds came with skills like healing and a pulse 
that allows you to scan your surroundings - fans of Ubisoft’s military shooters will 
have an idea of what to expect before they even pick up a pad. 

One thing to note is that due to the brief nature of the demo, something that 
didn't come into play all that much is the fact that ammunition is going to be a 
resource you'll need to manage very carefully. You can certainly run out of 


ammunition for your primary and secondary weapons. However, your sidearm will 
always offer you something to work with, so you'll never risk running completely 
empty. 

The presentation and HUD in The Division are a story all on their own. Whether 
it's your holographic map overlay, your inventory, or simply enemy indicators, it 
all gives off this air of near-future augmented reality. It actually lends authenticity 
and believability for some strange reason, but that's likely just a testament to it 
being well implemented. It’s certainly an elegant system that fits the premise and 
adds to the overall experience; another well-implemented HUD in Ubisoft shooter 
then. 

The demo we were allowed to sample was obviously very condensed, and 
clearly scripted in a way that rogue agents (played by developers) popped up to 
showcase just how dangerous an extraction can be. But the beauty of the Dark 
Zone is going to lie in the unpredictable, organic nature of the threats you 
encounter. Maybe your fireteam will team up with other players to take out a 
common threat. Maybe you'll continue to have each other's backs. Or maybe 
you'll turn on them or they'll turn on you. Or maybe someone is just waiting for 
you to turn on each other... 

However, there’s more to The Division than just PvP, and we know the basic 
premise of the game - society slipped into anarchy - and that we’ll have plenty of 
different things to do in Ubisoft’s open world. Players will be able to work in small 
teams, go out alone, tackle missions as and when they find them, and generally 
explore the wreckage of New York (which, we should note, has been nicely 
realised using the Snowdrop engine, even if it doesn’t look quite a crisp as it has 
before we went hands-on with the game). 

It's also worth noting what a huge undertaking the game has proven to be. 
Multiple delays and missed deadlines has seen Ubisoft draft in help from their 
wide network of studios. Massive are working with Red Storm, Reflections, and 
Annecy to bring The Division to life. There’s a lot of people working hard to 
realise the potential of the game, and hopefully now, having tried it for ourselves, 
we can now Say that there’s light at the end of the tunnel. 

It won’t be long before we’re able to play it again. The beta is making its way to 
Xbox One - first - and it'll start in December. It'll be a closed beta, and to 
guarantee access you'll need to pre-order the game. There’s a waiting list, but 
Onheaditsitittl eubigerent duisthiene sigghtmoilybé lgistiltéxbplheeg dvheah also 
oordichéh éhplahet wohlalfeatedtioglttia wHelgigamef sicktictayacts that they're 
testing will only be available at certain times. For those that prefer to wait, The 


STREET FIGHTER V 


We discovered a few surprises during our twenty-match-long session with Capcom’s latest 
entry into the fighting genre, and not just with the new entrants to the character roster (it’s 
always good to see Cammy make a reappearance, but Alpha’s Birdie? Who would have ever 
guessed?). One of the biggest was the switch for characters with charge attacks, whose supers 
are now activated with a quarter circle forward input instead. 

A change that takes us a few rounds to realise as in lieu of Guile, we take Charlie Nash 
(seemingly resurrected from the dead and touting a cyborg look) for a spin. Initially, we think 
there’s something wrong with the joypad. He’s still able to fire out projectiles and perform 
somersault kicks, but they’re now performed akin to the Shoto fighters in the game. Sonic 
Boom is performed the same way as a Hadouken, and Sonic Scythe as a Tatsumaki 
Senpukyaki. The change-up is startling, and he feels like a different fighter. 

It’s the same for Chun-Li. Her Hyakuretsukyaku, that, with the exception of Street Fighter X 
Tekken, has remained the same since Street Fighter Il, is no longer performed by hammering 
the kick button but by a quarter circle forward and kick. It feels like a weird decision. Capcom 


OUT MARCH 2016 
PC PS4 


claimed it was a necessary change to make the game more 
accessible to newcomers. 

Charge characters aren't completely taken out of the equation 
however, as evident when we took our third choice character M. 
Bison for a spin. Keeping down/down-back pressed is still 
standard practice. How widespread the changes to Shoto style is 
unknown as the full roster is still to be revealed, but as SFIV’s 
lack of charge characters was one of our issues with the title, we 
hope this isn’t a trend towards simplifying the series. 

Critical Arts are V’s version of IV’s Ultras, spectacular and 
automatic combos with a free roaming camera showing the 
sequence of attacks from the best possible angle. 

Different though and possibly of bigger impact to proceedings 
are the trio of Vs: the V-Skill, V-Trigger and V-Reversal. The latter 


OUT NOVEMBER 2015 
PC 


Going PC exclusive to ensure maximum visual 
fidelity and offer plenty of gameplay options to the 
mod community, Firaxis are building on the award- 
winning turn-based strategy of Enemy Unknown with 
a futuristic story told from the perspectives of those 
that lost the original conflict against alien invaders. 

It’s now 20 years since the events of the first game 
and you’re introduced - and inducted to - a top- 
secret organisation intent on reclaiming Earth for 
mankind. It’s time to build again. 

While the original was an excellent game (that had 
many of us in the office tied to monitors night after 
night in tense do-or-die missions with soldiers we’d 
trained and customised over the weeks), the sequel 
promises to bring with it procedurally generated 
levels, tweaked soldier classes (such as having the 
Ranger as a melee-capable and close combat 
expert) and a wealth of new enemies that’ll offer a 
few surprises. Basically, this is the reason why we’re 
not getting any work done on the computer past 
5.30 this winter (or to be more honest, in the 
afternoon either. Or the morning). 


is pretty much what it sounds like, and brings to mind a clumsier Parry system to that found in 
Street Fighter Ill, activated by pressing backwards and the three punch buttons simultaneously 
when attacked, and giving you a chance to counter your opponent. This’ll undoubtedly be 
important come higher-level matches. V-Skills differ from character to character, and give each an 
additional special ability without a super gauge cost. Hitting both medium attacks will allow, say, 
Charlie to absorb enemy fire while charging his super gauge faster, while Chun-Li will jump from 
one side of the screen to the other. V-Triggers require a full super meter and activate with both 
strong attacks pressed. Here things get interesting, as for example Ryu gets added damage to his 
attacks, and his Guard Break abilities are increased. 

Stages are now more interactive. We can knock out the lights on the Hong Kong level, while 
finishing with a strong attack in London slams our opponent into a nearby bus. Stage-specific 
finishers are something we're not particularly interested in, but it’s fun to see Capcom try new 
stuff. It’s visually lush, though at a different end of the scale to Mortal Kombat X. Capcom promise 
1080p and 60fps for PS4 when the game arrives next year. While the new systems in play raise 
some question marks, we know it’s just a matter of putting the time in to explore their potential. 


Going format exclusive means Firaxis avoids 
compromising game design. Expect nothing 
short of excellence. 


While it looks more like a heavily polished version of IV, this is an entirely new 
take on Street Fighter, with everything outside the basics having to be relearnt. 
We expect Ono and his team to strike gold again. Sorry Xbox owners. 


FOR MORE NEWS AND PREVIEWS FROM E3, HEAD TO GAMEREACTOR.CO.UK 


ROCK BAND 4 OUT OCTOBER 2015 PS4 XBOX ONE 


With a few years off the franchise for fear of burn out, Harmonix dabbled with various projects with 
the sole purpose of getting its creative mojo back. Then come over a year ago it hit upon a new idea 
(its not saying what though) that did just that, and coincidentally it tied nicely into the cornerstones 
of Rock Band. Things may look similar - cartoonish looks, plastic instruments, a playlist that’d make 
a jukebox envious - but the studio’s promising a whole new attitude and vibe under the surface. 


It’s battle of the bands all over again as this and Guitar Hero face off against each 
other, but the redone Career mode being offered here makes good argument to 
get your friends together for a weekly multiplayer session with Harmonix. 


FIFA (6 


FIFA 15 had room for improvement and EA know it. Hence this year’s game is not 
about wholesale additions or a raft of new features, but polishing the hell out of 
what’s there already. While we can jokingly refer to FIFA 16 as the ultimate patch 
for FIFA 15, the point is essentially sound. There's work to be done on balancing, 
thus making for a fulfilling overall experience. 

The biggest change that we noticed after hands-on with early code was 
improved interceptions, and in contrast to that, the "passing with purpose" - a 
more powerful pass that's activated by hitting RB while moving the ball forward. 
Now there feels like there's greater emphasis on player placement as you're 
moving towards the opposition goal, and just mashing a through ball in behind the 
defence isn't going to be enough as the Al of the players is now trained to read 
space better and move in to cover dangerous positions more naturally. It's a small 
Al tweak, but it's noticeable. 

Another significant change is the new tutorial mode. This will be a real game- 
changer for many players. Now, if you're a novice looking to learn the ropes (or 
even if you're average looking to get decent), you can activate the FIFA Trainer, a 
mode that will show onscreen the potential actions of a highlighted player, and as 
you level up the mode it scales the complexity of the instruction it offers. Beyond 
giving learners better insight into the complexities of the series, this should open 
up advanced controls to players who plateaued in recent years. 

Goalkeepers are getting the most attention out of any of the individual positions, 


OUT SEPTEMBER 9 2015 
PC PS3 PS4 XBOX 360 XBOX ONE 


with the plan to make scoring a goal feel more meaningful. Defence is another key 
area. New slide tackle animations will have players spring up and get back in the 
action quicker than ever before, a move to counter the trickery of advancing 
forwards. We're also going to get quicker transitioning into defence, and more 
support from the whole team when trying to get the ball back. 

The introduction of women's football is another key change, but in truth there's 
not much to report. Players are naturally a little slower, and so play feels a little bit 
slower, but this is a natural fit when you consider the real-world pacing. Adding 
women into the mix has also meant benefits for the wider game. They’ve changed 
the way they scale individual players, allowing for more accurate male players too, 
so a tall player like Peter Crouch looks more authentic than ever before. It's great 
that the brand is promoting inclusivity and equality. It might seem like a small step 
right now, but it's actually a hugely important one for both the game and the sport. 

If they can perfect the balance that they're so desperate to get right this year, 
then there's nothing to say that FIFA 16 can't be the best football game that 
they've ever made, and given the resurgence last season of Pro Evolution Soccer, 
it's going to have to be. 


EA has a lot of ground to make up after last season’s mixed 
showing. However, the focus on refinement over new features will 
mean a better game all round. 


ASSASSIN’S CREED: 
SYNDICATE 


OUT OCTOBER 23 2015 
PC PS4 XBOX ONE 


After drawing massive criticism with last year’s Unity, Ubisoft has a lot of work ahead of 
it to repair the good name of its top-tier franchise. This year’s entry, handled by 400- 
strong Ubisoft Quebec, is tackling those issues head-on as the franchise shifts to a time 
frame that’s been often rumoured until now: Victorian England. 

We'll be seeing, and participating in, the Industrial Revolution from the perspective of 
twins Jacob and Evie Frye, trained by Assassins and sent out into the different districts 
of London. As with previous historical locations, Ubisoft Quebec wishes to create a 
living, breathing and dynamic city for its players. The seven districts of London will vary 
in character, from the poverty stricken Whitechapel in the northeast, to wealthy 
Westminster in the southwest. Each borough is promised to be the same size as 
Brotherhood’s Rome. 

A police force has also emerged, although their presence will vary, as certain areas 
were deemed too dangerous to traverse. Not so for Assassins, who’ve had their stealth 
options tweaked. Unity updated the stealth mechanics with a button to crouch and a 
button to hide behind walls and objects, but Quebec wishes to modernise how these 
mechanics work. For one, there will no longer be a need to push a button to hide behind 
things anymore - you should only need to approach the object, and voila, the character 
will assume the stealth stance. Furthermore, the whistling ability from Black Flag has 
returned after its absence from Unity, allowing players to attract enemies to their 
position. We'll be able to throw knives onto walls to create noise and misdirect enemies. 

Combat’s changed as well, as eyebrows will be raised if you’re caught walking through 
London with axe or blade hanging from your hip. Weapons are more discrete, the type 
you can hide when not needed, such as brass knuckles, canes, knives, and revolvers. 
And yes, headshots will matter. The hidden blade of course, is still in the game. 

Free-running has been made more fluid, and it should now be easier to get around 
objects instead of grabbing onto everything within reach. A new addition is a designated 
button to enter windows, the lack of which led to awkward moments in Unity. A rope 
launcher can zip you to rooftops or between buildings. 

Visually the game’s on par with its predecessor, though due to the choice in showing 
unpolished early code - admirable as the team try and be transparent with everything 
after Unity - the frame-rate’s unstable come the bigger brawls. Ubisoft know though that 
to convince players that last year’s errors are behind them, optimisation is essential. The 
studio’s definitely focusing on the key single-player campaign; there’s no multiplayer, no 
companion App to worry about or divert development time to. The studio knows it has to 
prove Unity was a one-off stumble for the series, and that things are improving. 


Unity still casts a long shadow, but it at least added some new ideas 
to the long-running franchise. Syndicate has to be polished but also 
evolve the series, not play it safe. 
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OUT DECEMBER 1 2015 
PC PS4 XBOX ONE 


A casual glance would suggest Avalanche’s 
title is a Michael Bay version of Far Cry 4. 
Explosions, blue skies, lots of carnage. But in 
actual fact it’s more a mixture of Tropico and 
Goat Simulator. Deriving maximum joy out of 
destroying places that look just like the ones 
we built in the sim. Story be damned; it’s all 
about gameplay bliss in paradise. 

A little story for context’s sake. General di 
Ravello is dictator of a Mediterranean island 
nation, suppressing the population with his 
brutal regime. Rico Rodriguez has returned to 
his homeland to fix it. 

Anyway; gameplay. Equipped with 
grappling hook, parachute and his new 
wingsuit, Rico moves like a superhero on the 
island. Creativity knows no limits here. Fire 
the hook at an elevated point and use the 
momentum to fly. Use it to connect up to four 
objects at once and increase the cable 
tension with a button press. Gasoline barrels 
cry out for some creative explosions. Guards 
are yanked behind jeeps. Attack helicopters 
wrap around podium speakers, and a statue 
of the dictator manages to knock itself out. 
Absurd physics lead to mischief. 

It’s not just self-expression. Every corner of 
the island offers challenges for weapons or 
vehicles. Cue a familiar setup as you’ve to 
drive a bomb-filled bus into a palace within a 
time limit. If it goes under a certain speed 
limit, it blows early. Silly it may be, but it’s 
important to have guidelines to channel the 
chaos into something meaningful, some 
reward, or else eventually you'll become 
bored of the craziness. 

While Just Cause 3 doesn’t offer co-op, the 
game definitely has the potential for some 
local multiplayer as friends pass around the 
controller to beat each other’s highscores. 
The game’s definitely not for those looking for 
tactical action, but to us lovers of absurd 
action cinema, it’s the perfect vacation. 


Bloody stupid fun that will instantly 
inspire numerous YouTube ‘Best Of’ 
videos. 


METAL GEAR SOLID V 


First things first. In Metal Gear Solid V, you can equip your military helicopter with speakers. 
Then you can call it onto the battlefield and strike fear in the enemy with a war machine that 
plays David Bowie, A-Ha and other unlockable ‘80s oldies on full blast. It’s a bonkers choice 
that’s entirely fitting with the franchise’s need to include quirky gameplay additions alongside its 
otherwise serious ponderings of war. 

We've sat down for two straight days, totting up sixteen hours total with MGSV, from game’s 
start to deep into the campaign. We wouldn’t want to spoil the story beats even if Konami 
hadn’t asked us to keep quiet anyway, as it’d be akin to telling you the season finale of Game 
of Thrones months in advance. But we can talk mechanics and world. 

The first hour of the game would have you believing this was an archetypal Metal Gear, with 
linear structure and as much movie watching as playing. But after a few intriguing, if slightly 
clumsy, initial stages, you come to a point where you say goodbye to the narrow corridors once 
and for all and ride out in an open Afghanistan. From now on you can choose where you go. 
The next cut scene doesn't appear until a couple of hours later. 


OUT SEPTEMBER 1 
PC PS3 PS4 XBOX 360 XBOX ONE 


The expanse and choice within it is huge. As in the prologue 
Metal Gear Solid V: Ground Zeroes, you have an iDroid, a small 
walkie-talkie that you can use for communications or to play 
music. You can also use it to project a R2-D2-like hologram of a 
map, and on this you find a mission, place a marker, and prepare 
for a long ride. 

If the trip is too long, there may be another mission closer by, 
and if you don't want to embark on some big adventure, find a 
side mission instead (called "Side OPS" in the game). Also, if you 
just want to kill time you can simply ride around, find hidden 
secrets or take over bases. If you've ever played a sandbox 
game, this'll be familiar territory. 

But Metal Gear Solid V is a game where you'd rather avoid any 
enemies. As always, you are equipped with the best of James 
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Bond-like weapons technology, but hopefully you will not have to use any of it. 
The actual stealth is more or less as it was in Metal Gear Solid V: Ground Zeroes. 
You look for enemies and tag them with the binoculars before you tiptoe towards 
your goal. The difference is that it has become much more extensive, and far 
more enjoyable. 

While you only had a few weapons at your disposal in Ground Zeroes, you now 
have dozens, and you can use whatever you want, whenever you want. You have 
sniper rifles, shotguns, C4, heat-seeking missiles, cardboard boxes, inflatable 
snake puppets and a Walkman. Besides, you have a horse, a dog or a helper via 
the new buddy system, and a helicopter (the one blasting 80s music) that can 
give you a ride or supporting fire, all depending on what's appropriate. 

Also worth mentioning is that the game has a night and day cycle, which 
means almost all missions can be carried out in the pitch black, where both you 
and the enemy soldiers (most of them) have reduced visibility, or in daylight, 
when you must be aware that it's easier to be discovered. But there's also 
sandstorms which ensure that neither you nor your opponents can see or hear 
what is happening right in front of your noses. 

This mix of variables ensures that missions can be accomplished in very 
different ways. There is of course the eternal question of whether you should be 
stealthy or not. It may be our beginnings with the series way back on the PSOne, 
but we always found stealth to be most rewarding, then building your choices 
from there; what time of the day is best to attack (you can take a smoke break to 
initiate a time skip) and what weapons to use. 

The game is at its best when you are a little creative and take some chances. 
Why not put an inflatable replica of yourself in the middle of the road and see 
what happens when an enemy convoy approaches? Perhaps they stop and give 
you time to shoot the driver through the windshield? Maybe they panic and put 
the pedal to the metal. It's incredibly fun to make plans and see how a patrol 
responds, and you feel proud when completing a mission with top marks (which 
you earn from a slightly unpredictable rating system). 

The new freedom has a price. While previous Metal Gear games have been 
exceptionally polished, almost flawless, we encountered a great number of flaws 
and weird bugs in Metal Gear Solid V. Some of the mistakes were actually quite 
annoying. The game will of course not release until this fall, so we may be too 
strict, but in our experience there's a limit as to how much a developer can get 
fixed in a couple of months before release. We imagine the team’s hard at work 
checking every corner of the map for any flaws from now until launch. 
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As is often the case for Metal Gear, once you've been spotted the game loses 
some of its magic. Enemy soldiers can absorb a little too much damage when 
spraying them with machine gun fire, and we miss the simplicity of lying in the 
shadows and knocking them out with a well-placed sleeping dart to the head. 
Even with a Ratchet and Clank-like arsenal, Snake again fails to make Metal Gear 
Solid into a particularly good shooter. Here it is all about the espionage. 

Yet despite this issue - one that crops up in every game of the series we’ve 
played - Metal Gear Solid V: The Phantom Pain is an exceptionally versatile 
experience. In between all the stealth, you can go home to Mother Base as you 
could in Metal Gear Solid: Peace Walker. This ocean-based rig can be expanded 
and rebuilt over the course of the game, and its personnel, well... They can be 
‘recruited’ from the battlefield. And by recruited, we mean kidnapped. Once 
grabbed and deported back to base, your growing army can be transferred into 
one of a number of positions, each of which adds to your options when back out 
on missions or aids you in some way. 

That means you can set them to developing new weapons and upgrades, 
collect information you can use on the battlefield, or directly support you when 
you’re out during a mission. Soldiers can be sent out on their own missions to 
generate funds for your bank account, or be told to extend the base or even tend 
to animals that you rescue between battling enemy troops. Mother Base turned 
petting zoo. Only in Metal Gear. You’re free to wander about the base, shower, 
practice your shooting skills or meet your subordinates and bully them. 

We had some exceptionally memorable moments during our time with the 
game. Along with one of the toughest boss fights we’ve ever faced, we managed 
to electrocute ourselves in a puddle that had downed power lines strewn into it, 
and stumbled across a huge bear. Which we obviously attached to a Fulton 
balloon and send to the Mother Base. 

There's a sense of recycling in Metal Gear Solid, just as in Just Cause, 
Assassin's Creed or other sandbox titles. There are areas which were recycled for 
several different missions and similar mission types used in multiple locations. 
But even as it stands the game is still crammed with content, an interesting story 
and weird and bizarre events. It's still Metal Gear Solid, and it is still brilliant 
entertainment. Roll on autumn. 


The gameplay potential in the huge sandbox world is exciting, and 
coupled with the franchise’s cinematic stylings this could be the 
best Metal Gear Solid in years. 


TOTAL WAR: 
WARHAMMER 


OUT WINTER 2015 
PC 


Franchise fatigue is understandable given Creative Assembly has spanned Japan, Rome, 
the Middle Ages and more in its conquest to cover massive battles from across history. 
But all it took was a switch into high fantasy - and the world of Warhammer - to get the 
studio excited for war once more. 

Games Workshop’s long-running board game series seems a perfect match for the 
tactical and large-scale battles the Total War series is known for, and it manages to pull 
ideas, designs and troops from the deep roster of Games Workshop's offerings. That 
doesn’t just mean halberdiers and huge Black Orcs, but also steam tanks, griffon riders, 
various cannons and flying units - a first in a Total War game. While it’s more gimmick 
than anything, you can guide a Goblin Doom diver as they propel themselves with a giant 
slingshot to soar briefly over the battlefield on a hang glider. 

Your armies are commanded by especially powerful hero units such as Empire's Karl 
Franz or the Vampire Lord von Carstein. They can be defeated in battle with considerable 
effort, but never truly die. There are also a number of heroic units of slightly smaller 
stature, such as the War Priest, Bright Wizard and Orc Shaman. You can also equip your 
main hero with magical gear to boost his, her (or its) effectiveness. 

Magic and its fickle winds are also represented. Warhammer fantasy battles use a 
rather intriguing system for their "mana", where all your spell-casters share the same 
pool to fuel their curses, blessings and icy meteors. Bringing more arcane firepower 
might give you a wider selection of spells, but lessens a single mage's impact if the pool 
runs dry. The Winds of Magic replenish the pool with a random amount, so you're never 
guaranteed to get that crucial fireball off at the exact time you need. Magic is chaos. 

In addition to the varied roster comprised of four factions - namely Empire, Orcs, 
Dwarves and the Undead - Total War: Warhammer promises more fluid combat. The 
team dub it a "dynamic frontline", which means units have more flexibly in moving on the 
battlefield, especially during charges. In the gameplay demonstration we saw some of 
the Black Orcs jump on top of the frontline defenders and elsewhere, a heavy griffon 
riders' charge carries more momentum through a couple of defending units. It’s hard to 
say without some testing whether it's more than just a welcomed visual flourish to 
emphasise the unit differences and fighting styles. 

All the races have a good selection of units, from lowly spearmen (or spear orcs) up to 
giants, magical shrines and goblins riding on a gargantuan spider. The team remained 
coy about DLC plans for more races, but we’d be willing to bet High Elves, Skaven and 
the rest are just around the corner, waiting patiently for a chance to join the battlefield 
after the main game has been released. CA and Warhammer look to be a good fit. 


A new Total War game is always welcome, but the use of the 
Warhammer licence will afford Creative Assembly a degree of 
creativity untapped in historical renditions. 
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While there were far too many games played 
and revealed at the show to get into this E3 
special (and why you should head to the 
gamereactor.co.uk site as soon as you’ve 
finished reading the magazine) , one title we 
really needed to get in here was what many at 
Gamereactor considered their game of the 
show and one of the highlights of Sony’s 
press briefing. 

Killzone development studio Guerrilla 
Games debuted a spectacular trailer that the 
team promised was entirely captured from in- 
game footage. It’s a far-flung future adventure 
set in a post-apocalypse world where humans 
clash with machines. Think less Terminator, 
more Enslaved, with cities left to rot and ruin 
and humanity attempting to avoid attack by 
hulking mechanical beasts, tribes that roam 
across the lush wilderness. 

Central to the E3 trailer and who you’ll play 
in the game proper, is a warrior named Aloy, 
who's kitted out with a bow and arrow and 
who goes hunting across the open-world 
environment. You’ll reportedly gain access to 
different arrow types as well as a line 
launcher, which Aloy uses in the trailer to trap 
one mammoth beast momentarily to allow her 
the chance to sink some arrows into the 
creature’s side. The combat mechanic and 
fast-paced movement - the studio is 
emphasising the David Vs Goliath aspect of 
your machine clashes - reminds us slightly of 
the new Tomb Raider games. 

This action RPG will see you try and 
uncover the mysteries of the old world and 
why the machines took over, while exploring 
an open world that’ll come with the full works: 
weather system, day and night cycle, ancient 
relics hidden everywhere. 

Horizon: Zero Dawn is going to be a PS4 
exclusive, with a release date pegged for 
sometime (let’s call it holiday) next year. See 
the trailer as soon as you can. 


Futuristic metal-dinosaur hunter in 
open world setting? What’s not to love 
about this concept? 


SKYLANDERS 
SUPERCHARGERS 


The latest edition in the toys-to-game series introduces vehicles which, like the 
character figures, you can use to drop a digital version into the game. Their 
introduction makes for a very different experience as you take to land, sea and 
sky. There are 20 or so vehicles on offer, ranging from cars, motorcycles, tanks, 
submarines, jets and helicopters (even a UFO), with gameplay adapting to what 
you drop on the portal alongside your Skylander. 

Put down a car, and you’re playing a kart racer, with boost-panels, jumps and 
loops. Put down a submarine, and you’re taken to an underwater racetrack with 
secret tunnels and obstacles to dodge. For planes, we’re presented with 
something that reminds heavily of Nintendo's Star Fox as you make barrel rolls, 
fly through rings and shoot enemies. Sadly Vicarious Visions isn’t saying yet if 
there will be competitive multiplayer on offer, but there will be co-op. 


OUT NOVEMBER 25 2015 
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There'll be 20 Supercharger Skylanders and 20 vehicles released, with a 
starter set containing two characters and a car. You can complete the game's 
storyline through land-based sequences with the old Skylanders, but you can 
only upgrade vehicles with the new characters, and you can only play the 
vehicle sections, which’ll be the biggest draw and change to the series, if you 
have the right vehicle type to enter those areas. The series has done this before 
however with previous games. You'll also need a new portal, though the old one 
can be upgraded through a digital purchase. 


We’re all for the new vehicle additions to the series which could lead 
to some fun new gameplay ideas. But having to buy extra toys to 
see the full game is a tough sell. 


ALLOUT 4 


Easily the game of the show for some people, Bethesda took the opportunity at 
both its own pre-E3 conference and in a presentation during Microsoft’s briefing to 
expand on what we should expect from the post-apocalyptic sequel when it 
arrives in five short months. 

The game will begin prior to the world’s end, offering a glimpse of life before 
Vaults, before the wasteland. It’ll open on the typical morning routine of a couple, 
their morning ablutions ushering in the character customisation tool as you alter 
their look in the mirror (and choose whether you want to play as male or female for 
the rest of your adventure). Shortly, events will take a turn for the worse and you'll 
hightail it to the nearest Vault to escape a nuclear attack. For reasons yet to be 
explained you’re sealed in stasis, reawakening 200 years later to a very different 
world. Unlike Red Dwarf, it’s no laughing matter and you have to fight for survival 
in the ruins of the old world. 

You’re not alone though, picking up a four-legged companion in the form of 
Dogmeat, who can pick up items you point out. To forestall any questions of a 
particularly horrific end to your canine pal, Bethesda’s Todd Howard has confirmed 
that the dog cannot die. 

Go where you want, do what you want. Talk to NPCs, walk away mid-sentence 
or just shoot them in the face. Player choice is at the heart of Fallout (as exampled 
by one player who spent a total of seven months killing every single NPC in Fallout 
3) but Bethesda are kitting you out with even more options for this game. Any 


OUT NOVEMBER 10 
PC PS4 XBOX ONE 


item, weapon, piece of armour, or scavenged item can be broken down into 
separate parts and used to build all-new goods. That doesn’t just cover better 
(and more interesting) weapons and stronger armour, but the necessary tools to 
start rebuilding civilisation by constructing your own town. Do so and a community 
will grow, and you’ll open up trade routes with other places. But you’ll have to 
think about defence as well, and set up electrified fences and turrets. You can sink 
all your time into resource management and never see the far end of the map. 

If you get bored watching the sun set over your new digs, you can use the Pip- 
Boy to play some retro 2D video games on, as long as you manage to track down 
game tapes to load onto it. Bethesda’s releasing a second screen App for your 
smartphone that’ll replicate the Pip-Boy in game, so you can tinker with stats and 
such without having to fill the screen with your wrist (the company’s even offering 
a special edition of the game with a life-sized Pip-Boy that you can lock your 
mobile into to keep things really authentic). 

With mod support for PC carrying over to Xbox One (and hopefully PS4), the title 
won’t be lacking for content. Now we just have to find the free time (or perfect 
excuse) to go exploring. 


Everything we’ve seen of the game so far - from the open world, to 
town building, to customisation - has blown us away. Expect to 
take a very long holiday when this releases later this year. 


OUT 2015 
PC PS4 XBOX ONE 


Borderlands hit a nerve with its amalgamation of 
RPG and shooter. Its sequels expanded on the idea, 
and now Gearbox Software want to catch lightning in 
a bottle again by merging shooters with MOBAs. 

The idea, not surprisingly, is everything the studio 
couldn’t crowbar into Borderlands; from certain 
character designs to competitive and melee-heavy 
combat. That has born the design basis for this new 
blend of genres, which features a cast 25-strong split 
between five galactic factions, fighting on Solus, the 
last star of the universe. 

The characters all offer extremely different fighting 
styles with a variety of weapons and abilities. You’ve 
got your standard assault class in Oscar Mike, who 
carries typical FPS equipment. Then you’ve someone 
like Rath a mix of samurai and Jedi, who specialises 
with his katana, or Marquis, the Steampunk robot 
butler whose walking stick hides and doubles up as 
a sniper rifle, has a pocket watch that slows down 
time and a mechanical owl that can attack foes. 

The cast differ in their movement as well. Some are 
too big to use certain passages, while others can 
double jump to reach areas some would have to take 
longer detours to get to. Many of the talents and 
abilities seem to be solely made for versus, some for 
(up to four player) cooperative. 

The MOBA genre comes into play with the ability 
to, again and again, level up our character come the 
start of every round. It could sidestep that issue in 
Borderlands in which teams were unbalanced due to 
vastly different Levels. There will be a progression 
system in Battleborn, but as to what it’ll offer, we’ve 
yet to find out. 

The game’s graphical style won’t be for everyone 
but we find it eye-catching. As much as Sunset 
Overdrive made fun of dull moody shooters, this is 
colourful, garish and fast. It’s got the potential to 
become a serious hit with immense replayability. 
However, Gearbox must firstly succeed to solidify the 
co-op campaign into something engrossing, rather 
than training for Versus. Make both sides of the title 
involving and it’ll have something special. 


After Borderlands 2, we’re not ruling 
anything out. This could be the surprise 
smash of 2015. 


-_ = 


OUT AUTUMN 2015 
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INFINITY 3.0 

Fully expected and neither outrightly denied from the day Lucas signed over his ties to his galaxy far, 
far away to Disney, Star Wars is finally coming to the company’s take on the toys-to-game genre. As 
with its take on the animation arm’s wares, Disney Interactive is fashioning starships and characters 
from the sci-fi franchise into its own particular figurine style and packaging them with digital play sets 
to replay the iconic moments from the six-film saga (nothing on Force Awakens yet, but we’ll be a 
scruffy nerf-herder if something from the new flick’s not on the cards). 

A welcome idea for the third iteration of the series is opening the toy box to multiple developers, as 
studios cherry-pick their favourite moments and cast and build gameplay and levels around them. So 


you’ve got DmC’s Ninja Theory adapting combat mechanics to kid-friendly one button lightsaber 
combos and racing outfit Sumo Digital go Mario Kart with Toy Box Speedway. 


It’s hard to ever say no to the draw of Star Wars, and the multi-studio offerings 
hopefully will lead to more meaningful play sets this time round. We’re hoping 
Infinity gets more inventive in 3.0. 


READ MANY MORE PREVIEWS FROM E3 AT GAMEREACTOR.CO.UK 


GUITAR HERO LIVE! 


Activision’s decision to go live-action 
for its return to the action-rhythm stage 
could be its killer feature in capturing 
the sense of performing at a real gig. It 
all hinges not just on your performance 
but the acting of your band mates as 
well as the crowd. With the brand name 
behind it, the set list should be top 
quality at least. 


LEGO DIMENSIONS 


Warner's invading the toys to game 
genre by tying into to the successful 
Lego franchise that development studio 
TT continue to build upon. A range of 
movie and franchise tie-ins including 
DC Comics and Back to the Future give 
the game some star power, and having 
to build your game portals for new 
levels is a cool feature. 


RAINBOW SIX SIEGE 


Ubisoft's tactical team-based shooter is 
shaping up nicely and as long as the 
base game includes plenty of maps and 
weapons earned through good play and 
XP gains, this could potentially be a 
huge return to form for the franchise. 
The likes of Payday 2 prove there’s a 
place for strategic-heavy shooters on 
console. 


BLADE & SOUL 


THE MMO THAT KNOWS KUNG-FU TRAVELS WEST 


The name Blade & Soul will likely be passingly familiar to you. The MMO has been up and 
running out east for several years, and a western adaptation was announced back in 2012. It's 
only now reaching the end of the development cycle; tackling several encyclopedias worth of text 
and voice-work, simultaneously across English, French and German, takes time. 

But now NCSoft are winding up the marketing push to herald the arrival of a short beta this fall 
and a full release this winter, that short space of time due to most of the heavy testing work being 
done through the original Korean version. The argument is that while we're jumping in late, we're 
landing in a much more stable, fleshed out and feature-heavy MMO. 

We got hands-on with a pre-alpha build of the game, sampling the opening tutorial and story 
setup before jumping ahead to freely explore one of the open valleys that was riddled with 
enemies and quest lines. 

The big differences from other genre entries is fairly immediate. Graphically this is more FFXIV 
than WoW, and visual inspiration as well as story stylings are built on Wushu. If you caught any of 
martial arts-heavy movies such as Crouching Tiger, Hidden Dragon, Hero and their ilk that came 
into vogue in the early 2000s, you'll know what we're talking about. Characters than can leap 
buildings and glide through forests, fighting styles that are deadly ballets. While combat is still 


hooked around multiple moves with cool-downs initiated through 
button key taps, there's a fluidity to clashes that emphasis visual 
language to let you time follow up moves and combo chains. 

This means two basic moves are mapped to a mouse button each. 
Click - and strike - with one, and you're instantly offered the ability to 
follow up with another, and another. The developer maps the next 
move icon to beside your character rather than the lower screen panel 
to make it easier for you to see what comes next. As with fighting 
games, fast reactions are a virtue. A sweeping kick, for instance, that 
downs foes can be followed up with a stomp if you hit the F key faster 
than your target can get themselves back up on their feet. Of course, 
you can also fall foul of the move and end up on your ass. 

The other difference is the geography. Both the two areas we 
explored - a training dojo that we're violently ejected from as the main 
story arc begins, and the valley - are places many kung-fu flicks wish 
they had the green-screen budget for. Floating islands, cliffside 


GRINDING MMOS 


Korean or Asian MMOs usually 
focus more on grinding than 
Western MMO - but the 


developers have addressed this: 

"| assure you, this game will not 

be a repetitive grind fest," says 
producer James Bae. 


: 


temples, plunging waterfalls. The distance between the valley bowl and the top vantage points are 
several buildings in height. It's why one of the very first moves you learn in the game is the glide. 

The heavy emphasis on verticality means you'll need to pan the camera round as you glide to 
work out the best island-hopping path to get where you want to go, though there are dedicated 
wind streams to activate and ride that'll offer a cut-scene shortcut between locations. Dropped as 
we are right into the middle of a game, we're continually lost trying to find the next quest start 
point on the map. Hopefully a non-issue once we get our bearings and settle into the mode of 
traversal. 

Elsewhere, Blade & Soul keeps with genre tradition. You've four 
races to choose from, and can bind your character to one of six 
classes. There's the likes of hand-to-hand specialists, sword 
masters, hulking axe-wielders, ranged warriors and mage-like 
characters to pick from. We rolled with a swordsman to begin, 
enjoying the ability to time blocks of enemy attacks before testing 
our collection of blade attacks, while our second run had us 
juggling the fire and ice combos of a spell caster. 

The game's trying to install a sense of grandeur to weapons and 
armour, letting you hang on to your chosen blade and upgrade it 
rather than sell it off for a pittance. Clothing has been made separate from armour as well, letting 
you tailor your look to how you want it rather than give in to the demand of better defensive buffs. 
It plays a secondary, potentially divisive role; you, or anyone else's level isn't so immediately 
obvious. How this'll impact PvP, we'll have to find out. 

While the pre-play presentation highlighted the game's own twist on the MMO HUD system and 
thereby keeping the player's eyes on the action and not the bottom row of on-screen icons, we 


HEAVY TESTING HAS BEEN DONE 
IN THE KOREAN VERSION SO THIS 
IS A BETTER EXPERIENCE FOR UK 


felt it necessary to glance between both. Potential follow-up attacks 
are too diverse to keep your options limited to the mouse buttons, 
though likely experience and key customisation will make you as 
proficient in keyboard kung-fu as downing zombies come a Typing 
the Dead marathon. 

Along with free-roaming, there'll be dungeons, of which you can 
search for two-player, four-player or six-player variants of through 
the Ul. There'll also be 24-player endgame dungeons on offer. We 
only played one in our brief time with 
the game, a solo expedition to prove 
our worth to guild masters by downing 
multiple rooms of wooden, but 
aggressive, training dolls. 

It's an enjoyable taster. The 
enlightenment and world-saving 
through kung-fu puts a different filter on 
the well-worn MMO setup, and the two 
player factions fighting for dominance 
as you progress has potential for some massive Raid-like rucks. 
With three story acts available at launch and improvements and 
tweaks made before the game even reaches these shores, it's an 
MMO offering a lot out of the box from day one. 


System Publisher 


Release 


Developer 


PLAYSTATION 4 


GRAND THEFT AUTO V 


ROCKSTAR NOI 


RTH ROCKSTAR 


Now with online Heists. 


ALIEN: ISOLATION 


CREATIVE ASS! 


Award-winning movie franchise tie-in. 


MBLY SEGA 


BLOODBORNE 


FROM SOFTWA 


E SONY 


Hardcore gothic RPG action. 


THE WITCHER 3 


CO PROJEKT R 


D BANDA! NAMCO 


A stunning RPG in every sense. 


WII U 


for full reviews on all titles go to 


www.gamereactor.co.uk 


XBOX ONE 


E 
ag a 


DESTINY 
BUNGIE ACTIVISION 


Sci-fi shooter still going strong. 


FAR CRY 4 
UBISOFT UBISOFT 


Engrossing open-world shooter. 


DRAGON AGE: INQUISITION 
BIOWARE EA 

Epic fantasy with lots of romance. 
SUNSET OVERDRIVE 

INSOMNIAC GAMES MICROSOFT 


Skater-influenced open-world shooter. 


3DS 


SPLATOON 


NIN 


Iconic chai 


= 


PLAT 
n 


DO NINTENDO 


Multiplayer action with colour. 


SUPER SMASH BROS. 
NINTENDO NINTENDO 


racters duke it out. 


BAYONETTA 2 

IM GAMES NINTENDO 

e of the best action titles, full stop. 
MARIO KART 8 

NINTENDO NINTENDO 


Multiplayer arcade racing at its finest. 


PLAYSTATION 3 


THE LAST OF US 


NAUGHTY DO! 


A masterpi 


SONY 


iece in storytelling. 


UNCHARTED TRILOGY 


NAUGHTY DOG 


The entire 


SONY 


globe-trotting adventure. 


METAL GEAR SOLID 4 
KOJIMA PRODUCTIONS KONAMI 


Kojima’s best opus so far. 


JOURNEY 


Soulful, spiritually uplifting adventure. 


THATGAMECOMPANY SONY 


FIRE EMBLEM: AWAKENING 
INTELLIGENT SYSTEMS NINTENDO 

Deeply satisfying turn-based fantasy title. 
SUPER MARIO 3D LAND 


NINTENDO NINTENDO 
The best Mario platformer on handheld. 


MAJORA’S MASK 3D 
NINTENDO NINTENDO 

Another brilliant RPG revival. 
BRAVELY DEFAULT 
SILICON STUDIOS SQUARE-ENIX 


RPG in the classic Square-Enix mould. 


XBOX 360 


GEARS OF WAR 2 
EPIC MICROSOFT 
The best of the four GoW entries. 


RED DEAD REDEMPTION 
ROCKSTAR SAN DIEGO ROCKSTAR 
Western that’s better than GTA IV. 


MASS EFFECT TRILOGY 
BIOWARE EA 

The whole sci-fi blockbuster trilogy. 
GEOMETRY WARS 2 
BIZARRE CREATIONS ACTIVISION 


Addictive arcade-tinged shooter. 


PC / WINDOWS 


LEROCK 2K GAMES 


Tl 
Hunters versus monster. 


DOTA 2 
VALVE VALVE 


The most competitive game on the planet. 


PROJECT CARS 

SLIGHTLY MAD STUDIOS BANDAI NAMCO 

The best racing sim for ages. 

ELDER SCOLLS V: SKYRIM 
BETHESDA SOFTWORKS BETHESDA SOFTWORKS 


Looks great on PC, even better with mods. 


PS VITA 


PERSONA 4 GOLDEN 
TEAM PERSONA ATLUS 
School RPG worth buying a Vita for. 


TEARAWAY 
MEDIA MOLECULE SONY 


Best use of the Vita’s hardware features. 


WOAH DAVE! 

CHOICE PROVISIONS 

Pixel perfect action platformer. 
OLLIOLLI 2 

OLL7 


Fantastic skater, perfect for handheld. 


Wil 


SUPER MARIO GALAXY 2 
NINTENDO NINTEND! 
The best Mario platformer of all time. 
METROID PRIME TRILOGY 
RETRO STUDIOS NINTENDO 


Immersive sci-fi adventure series. 


ZELDA: SKYWARD SWORD 
NINTENDO NINTEND! 
Action-RPG bursting with inventive ideas. 
OKAMI 
CLOVER STUDIOS CAPCOM 


Near-Zelda beater with cel-shaded visuals. 


THE BEST... 


PC FIRAXIS 


There’s a convincing argument for putting Civ IV here, and we’re 
big fans of both, but Civilisation V, with both the Gods & Kings and 
Brave New World expansions, is the complete experience. If you 
want to nurture a country from inception to modern age and 
everything in between, Sid Meier’s strategy opus let’s you do that. 


TOTAL WAR: SHOGUN 2 
PC CREATIVE ASSEMBLY 


Rome II certainly had us entertained but Shogun 2 and expandalone 
Fall of the Samurai stand as more focused realisations of the Total 
War formula. And what a formula: move armies around and expand 
your empire, before diving into epic realtime historic battles fought 
on an unprecedented scale. 


ENDLESS LEGEND 


PC AMPLITUDE STUDIOS 


Fantasy 4X done right, Endless Legend was one of, if not the best 
strategy game of last year. From the beautifully realised world map 
and its surprising depth, through to the nuanced storytelling and the 
hugely diverse factions and sub-factions encountered along the 
way; Amplitude crafted a deep and engaging turn-based strategy. 


STRATEGY GAMES 


CRUSADER KINGS 2 
PC PARADOX DEVELOPMENT STUDIO 


One of our favourite strategy games of all time. The UI is very 
complex, but if you can get past that there’s a wonderfully 
personable dynasty simulator waiting to be discovered. CK2 is a 
fantastic story generator, and some excellent post-launch support 
from Paradox has kept it fresh. 


XCOM: ENEMY UNKNOWN ’¢s3 x80 360 os ANoROID FiRAKIS 


This offers the tightest, most exhilarating campaign of all the games included in this month’s Guide. The 
strategy element unfolds in realtime from your underground base, with ongoing technological and 
scientific research shaping the outcome of the turn-based battles you'll fight on the ground with your 
soldiers. What makes Xcom even more nerve-shredding is permadeath; it’s a threatening presence 
throughout and can occur whenever you make a wrong move on the battlefield. A great game. 


STARCRAFT II 
PC BLIZZARD ENTERTAINMENT 


FUROPA UNIVERSALIS IV Blizzard’s RTS is, in many ways, the king of the genre. It’s played 


around the world by a competitive and committed community, and it 


COMPANY OF HEROES 2 


PC RELIC ENTERTAINMENT PC PARADOX DEVELOPMENT STUDIO enjoys unrivalled exposure thanks to prominent positioning within the 
With Ardennes Assault the Company of Heroes Another grand strategy game from Paradox, world of eSport. When it's all said and done, Starcraft II - and that 
series returned to something close to former EUIV picks up where CK2 finished off, but does includes its expansions - is a strategy masterpiece. 

glories. The series is best known for punchy so with more emphasis on empire building and 

realtime combat, with smaller troop counts conquest. Less quirky than its dynastic brethren, 


making for some intense firefights. this is still an accomplished game nonetheless. 


DEFCON INVISIBLE, INC | HOMEWORLD 


PC INTROVERSION SOFTWARE PC KLEI ENTERTAINMENT PC RELIC ENTERTAINMENT 

If you’ve ever wanted to unleash nuclear war in Klei’s turn-based procedurally-generated stealth The recent remaster of Homeworld (and Homeworld 2) brought 

a strategy game then DEFCON is the one for game puts a whole new spin on the strategy Relic’s sci-fi masterwork and polished it up for a modern audience. 
you. From your underground bunker you must genre, and it’s a fantastic accomplishment from What made the originals great remains in place, and for players who 
play a guessing game, all the time with your the indie studio. Snappy campaigns and want the thrill of space combat on a huge scale, this is still one 


finger on the button. meaningful decisions make this stand out. game that is well worth your time and hard-earned money. 


NHL 96 


HARMONIX PROJECT DIRECTOR DAN SUSSMAN ON 
THE GAME THAT SHAPED HIS CAREER 


“I played a lot of NHL 96. My younger brother introduced me to it; I’m not even a big hockey guy. 
But there was something about five on five that was manageable. We’re talking Sega Genesis here. 
There weren’t too many buttons. It was a game that even if you weren’t very good, or you hadn’t 
played a lot you could really get into. And that was one of the important things for me. | didn’t want 
to put in the hours into practicing; | just wanted to get into a competitive game with my friends. 
And what | liked about it were elements that actually tied into my career at Harmonix very elegantly, 
which was the idea that you could play games in a room with your friends. | wasn’t so much a 
campaign guy, where I’m going to draft my own team and do my own things. It was a game that 
we would get ripped and play together. We had four people connected, and it was very social. And 
it was one of the first games | played with people that way. It had a profound impact on me and my 
career.” 


